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“Mechagodzilla’ 3” was developed by the Japan Counter- 
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Godzilla’ weapon. “Mechagadzilla’3” is built with the 
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PREPARE 
TO MEET 
2UR MAKERS. 


Enter the Realm of Senses, using your 
heightened mutant senses to see scent particles 
and detect heat when tracking enemies. 


Face off with Sabretooth; Wendigo;" Juggernaut” 
and Magneto;” while Professor X" and Beast” 
help you search for an antidote to save your life. 
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Some of the year’s most promising 


games are unfolding across a science- 


fiction landscape, and GamePro takes 


you inside this bright future with in- 
depth previews of Deus Ex: Invisible War, Enter the 
Matrix, and StarCraft: Ghost. Remember to pack 


your shades. 
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| Readers’ Choice 2002 
The Winners! 

Did you rock the vote, or will you be rocked by the vote? Check out 
__ what you, the readers, selected as the very best games of 2002. 


Ihe Wind Waker (GameCube) 

f-§ Cel-shaded doesn’t mean easy —The Wind 

me Waker is one of the toughest quests the Hero 
of Time (let’s call him “Link’”) has faced yet. This 
ProStrategy Guide will help you save the day with 


advice on finding key items, Triforce Shards, dungeons, 
and more. 
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Tough nuts were meant to be cracked, and these 
codes will help you make peanut butter out of 
Castlevania: Harmony of Dissonance (GBA), Star 
Wars Bounty Hunter (PS2), NBA 2K3 (PS2, Game- 
Cube, Xbox), Minority Report (PS2, GameCube, 
Xbox), Battle Engine Aquila (PS2, Xbox), and more. 


Cover art courtesy of Eidos, Atari, and Blizzard Entertainment 
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It’s time for combat on the PC! Freelancer makes space dogfights 


50 sizzle, C&C Generals re-ignites the RTS flame, and Raven Shield 
takes the Tom Clancy series into the world of close-quarters battle. 


Zone of the Enders: The 2" Runner .. 


56 Castlevania fans, rejoice! Aria of Sorrow marks the return of the series 
to the GBA, and Mega Man, Sonic the Hedgehog, Golden Sun, Yu-Gi-Oh, 


and more are all coming along with it. 
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Os NBA Street Vol. 2 and MLB SlugFest 20-04 (both for the PS2, Game- 
Cube, and Xbox) lead the charge into arcade-sports action, but WSB 
2K3 (PS2) and Moto GP 3 (PS2) represent for fans of the real thing. 
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Final Fantasy X-2 (PS2), while .hack Volume 2: Mutation (PS2), Lost 


Kingdoms Il (GameCube), and others round out the upcoming quests. PE i 
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Do you want to fly planes like the A-10 Thunderbolt? The Air Force Academy trains students to become pilots. They start in a glider program —the 
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Redeiined with all-new cinematics and exclusive 
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Exploring Brave New Worlds 
Often thought to be solely the stuff 
of novels, comics, and movies, science 
fiction has been a mainstay of video 
games, too. This issue, GamePro is 
pleased to present some of the best 
sci-fi-themed games due out this year. 

Leading off is Deus Ex: Invisible 
War, coming to the Xbox and the PC. 
This sequel to the hit game from 
Eidos and lon Storm will showcase 
an action/combat scenario that fea- 
tures extensive use of nanotechnology, 
a bleeding-edge field that’s investigating 
remote-controlled machines that are 
tinier than a living cell. 

By comparison, StarCraft: Ghost 
for the PS2, GameCube, and Xbox 
will set its sights on territory far more 
vast. Based on Blizzard’s classic sce- 
narios for the StarCraft real-time strat- 
egy games for the PC, Ghost will blast 
you into the middle of extraterres- 
trial combat on the worlds of the 
Terrans, the Zergs, and the Protoss 
for a 3D action/adventure conflict 
of the first order. 

Of course, every science-fiction 
fan is talking about the Matrix. In a 
somewhat radical move, two movies— 
Matrix Reloaded and Matrix Revolution— 
are slated for release this year. But 
this reality-bending tale will come to 
life on your TV screen thanks to Enter 
the Matrix by Atari for the PS2, Game- 
Cube, Xbox, and PC. In addition to 
presenting a new take on the war be- 
tween humans and machines for con- 
trol of reality, Enter the Matrix will 
break new ground as a game whose 
story, by design, has been intimately 
woven to complement the two films. 

It’s time to open your minds, 
GamePros. Turn the pages and let 
your imagination run wild with amaz- 
ing tales to dazzle and inspire you. 


The GamePros 
Oakland, CA 
letters @gamepro.com 
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Why does it seem like all the great games, such as 
Harvest Moon: Back to Nature, are retired so quickly? 
What determines when a game is retired and its 
quantity? | think a good idea for a new section of 
GamePro is a list of games that are about to be re- 
tired, or a special list on the top 10 retired games. 
» Michael Hammond—Powhatan, VA 


You make it sound like games 


fly off to Florida to live out 
their final days, Michael, 
but it’s not quite like that. 
We called a few publishers 
and found there’s no rule about 
how many copies of a game are 
made or when you'll no 
longer see it on store 
shelves. A company might 
make 250,000 copies of a 
game. It might take five 
years for all those copies 
to sell, or maybe five months. 
It’s usually a big “guesstimate” 
based on perceived popularity 
(Harvest Moon doesn’t have 
as big a fan base as, say, the Tony Hawk games), cur- 
rent market trends, production costs (CD-based games 
cost less to make than Game Boy Advance titles, for 
instance), and whether or not retailers will even want 
to stock the game. Jeff Nuzzi, a marketing director at 
Universal Interactive, says, “Even a store as large as 
Wal-Mart can only stock approximately 100 individual 
games at a time—and more than 500 new games were 
released in 2002 alone. Because of the limited space, 
retailers reserve space for titles they are confident 
will sell best.’ 

Jeff does offer some hope, though, as you might have 
more power than you think in a case like this. “Bottom 
line: consumer demand drives availability,’ he says. “If 
you like a game, let your favorite store know about it 
and then buy it when it comes out. Game companies 
will then make more.” 


Helising May Cry? 


Okay, so | just finished watching an anime called 
Hellsing. it is so rad | can hardly take it. But | can’t 
help seeing the similarities between the main char- 
acter in Hellsing, Alucard, and our favorite devil 
hunter, Dante. They both wear the same red coat 
and wield black and silver Colts. They also do some 
of the same moves-—watch Order 1, near the end 
when he shoots his gun behind his head (DMC2, 
anyone?). Could you clear this up for me and see if 
there are any connections? 


> Matt—Via internet 


Officially, no; unofficially, yeah. ..probably. Hellsing came 
out before Devil May Cry, and while the game is not 
based on the anime, the similarities between the two 
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characters are pretty striking. It’s probably fair to say 
that parts of DMC were inspired by parts of Hellsing— 
so it’s more homage than rip-off. 


Trouble in Trinidad 


| am writing to bring to your attention a current 
problem that exists in my country. | would first like 
to compliment you on the fine job you do in respect 
to your monthly publication. | love it for it enlightens 
me on upcoming and existing games. However, re- 
gretfully, |! am only able to purchase it about five 
times a year due to its cost. 

Normally, GamePro would cost U.S. $9.18 on the 
newsstand. This is due mainly to retailers making a 
profit. Because Trinidad and Tobago are considered 
third-world countries, U.S. $1 equals TT $6.29. Your 
subscription costs U.S. $17.97 plus another U.S. $25 
for foreign orders. | cannot in any way justify 
.\ your price—for a 17-year-old, this kind of 
<=) money is hard to come by, unless you’re rich. 
| There are lots of other things you can do with 
that money-for example, save it and buy a 
PlayStation. 
| also wanted to bring the level of piracy in my 
country to your attention. Wholesalers buy the origi- 
nal games and then sell burned copies of them to 
retailers that specialize in modified PlayStations— 
a modded PS costs TT $200 with six free games. A 
burned PS game usually sells for TT $30, a copied 
PS2 game costs TT $50, and a bootleg Xbox game 
is TT $60. A real game sells for TT $542—approxi- 
mately U.S. $86. You’ll hardly ever see people with 
more than one original game in their collections. 
People usually modify their PS2s and Xboxes be- 
cause it will save them money in the long run. 
Super Nintendo, N64, and GameCube systems 
hardly sell because they cannot pirate those games. 
PC games are also mostly burned and sell at the 
same cost as an original Xbox or PS2 game, but 
not everyone has a PC so they don’t normally sell. 
’'m a big GTA fan, so I'm hoping you can give me 
an update on the PC version of Vice City and its 
price tag. Thanks for your time. 


> Farad Ali-New Grant Trinidad, West Indies 


No, Farad—thank you for that incredible report. Most 
GamePro readers don’t currently (and hopefully will never) 
have to face a corrupt market like that. It sounds like 
there's a hungry audience in Trinidad—the major pub- 
lishers should find a way to offer the real deal for afford- 
able prices and cut the pirates out of the loop. Piracy 
kills the industry by not rewarding the people who do 
the hard work in the first place—and if they don’t get 
paid a fair share today, they’re not going to be in busi- 
ness to make even better games tomorrow! As for buy- 
ing GamePro at a more reasonable price, you've got a 
PC—check out the free sample issue of GamePro Digital 
at Www.zinio.com, which is a great way for international 
readers to get their subscriptions without paying through 
the nose. It’s the same magazine for less than the price 
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of a standard U.S. subscription, but you can download it and read it on your 
computer. If you have Internet access, you’d save a ton of cash and never 
miss an issue. Finally, Rockstar says the PC version of Vice City should be 
out in the U.S. and Europe in May. 


J030's No 


In one of your recent issues, there’s a preview of JoJo’s Bizarre Ad- 
venture penned by Pong Sifu. In a later issue, there’s another preview 
of the same game written by Star Dingo, but it’s spelled differently— 
Gio Gio’s Bizarre Adventure. So which is it: Did the creators decide to 
change the title or did Pong Sifu or Star Dingo make a little mistake? 
» Chase Drye—Peachiand, NC 


Oh, Chase. GamePro editors don’t make little mistakes. When we make 
mistakes, they’re usually huge and impossible to ignore. But this time the 
discrepancy is Capcom’s fault. The name was changed to Gio Gio because 
the producers wanted to give it a more European feel since it takes place in 
Europe. The game itself is on hold due to licensing issues. 


Love for Cel 


| was wondering how cel-shading is done and why people started 
using it in video games. My friends and | have a theory that it makes 
it easier to create the levels, like in Robotech: Battlecry, as it alleviates 
the trouble of having to design each and every individual building. Did 
the video game designers just get lazy or are they trying to “express 
creativity?” It would be really nice if you could send me some infor- 
mation on cel-shading. Thanks for your time. 


>» Chance Meeks—Scottsdale, AZ 


Make no mistake —game 
programming is hard and 
cel-shading doesn’t neces- 


sarily offer shortcuts. Cel- | i YS ¥ 
| Y KZ “44 


ww 


shading’s popularity started 
with an artistic decision. Jet 
Grind Radio, by Sega for the 
Dreamcast, is acknowledged 
as the first cel-shaded game; 
it made sense in a game 
about graffiti to have its char- 


Simple —it looks cool! Games have frequently fallen into two categories: “‘as 
realistic-looking as possible” and “‘as unrealistic-looking as possible.” Cel-shading 
tends to belong to the latter, but it still makes sense within its own comic- 
book-come-to-life context. Plus, due to hardware limitations, cel-shading 
techniques weren't feasible on older hardware, so on the current crop of 
consoles, designers are trying fresh stylistic ideas with the extra power. By 
the way, do you know your first name is a Monopoly card? 


"Activision should have gone the Capcom route by offering the Original 
Japanese dialogue with English subtitles." Guess what? They did, and our 
knucklehead missed it. In addition to screaming in agony from the hot coals 


currently burning his feet, Pong Sifu would subsequently like to bump the 
Sound score up from 4.0 to 4.5; the rest of the review remains unchanged. 
The Tenchu: Wrath of Heaven review at GamePro.com has been amended, 
and GamePro regrets the error. 
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air hendrix 
brobuzz 
danelektro 


dpad_destroyer 


dr.zombie 


—- 


Ee. ferasaratrin Al i 
Las tam 1, Ne 


J. Romero—White Plains, NY 


All art becomes the property of 
GamePro magazine. Sorry, we 
cannot return artwork. We will 


accept color photocopies or digital 
scans. Send to artattack@gamepro.com. 


| i 
Ort} | 


dunjin_master miss_spell 
fennecfox pongsifu 
four-eyed_ dragon star_dingo 4 
jen_x tokyo_drifter | 
major_mike the vixen | 
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REWARE 


BY THE WATCH DOG 


£™ Instead of taking this opportunity to ask that you 
“ stop sending complaints about PS2s freezing, not 
playing blue-bottom discs and/or DVDs, or causing 
pet rodents to spin their heads in 360-degree circles 
like Linda Blair (it takes time to go through all of 
these e-mails you know), The Watch Dog will instead 
answer your letters about Metroid Prime locking up and the 
PS2 Network Adaptor. Plus, a reader sends out an alert to game 
renters in this month’s Buyers Beware. 


Q 


noise and | can’t reset it. Every time | play, I’m afraid that it is going to 
freeze and | will lose all of my data if | haven’t saved. 
When | was over at my friend’s house, we were 


| got Metroid Prime for my GameCube, and it will sometimes freeze 
in certain spots. When it freezes, it makes this annoying buzzing 


playing it and the same thing happened. Do you 
know what is wrong with it? 


KOSERKID444—VIA INTERNET 
A This isn’t the first time we've heard 
of this problem, and it seems that 
many GameCube owners are experiencing 
the same thing. We contacted Nintendo, 
and they were a bit more forthcoming about 
the defect than Sega was when we contacted 
them about alleged NBA 2K3 lockup prob- 
lems. When we spoke to Nintendo Cus- 
tomer Service, a representative informed 
us that there is indeed a small glitch in the 
game, though no specifics were given. Ac- 
cording to the rep: “The only lockup prob- 


lem we are aware of is when lockup occurs 


pi 


ba 


accompanied by a buzzing sound. There is a 
minor problem with the data stream that 
affects the way the disc is read. It is rare and 
should only occur once or twice, if at all, usu- 
ally at different parts of the game. If it happens : 
at the same part of the game, it may be the re- 4 
damage. Unfortunately, when this occurs you'll have 

to turn your system on and off again, so you'll lose 

any progress you made since the last save point. This is a 
minor defect that may happen with all copies of the game.” 


sult of a scratched disc, and you should check for 


The Watch Dog adds: If your copy of Metroid Prime locks up on you, 
write down exactly where the lockup occurred, what you were doing when 
it occurred, and contact Nintendo Customer Service at 800/255-3700 for 
a replacement free of charge. You will have to wait up to two weeks to 
receive one, and it is possible that the problem may occur again even if 


you exchange it. 
I’m trying to play Tony Hawk’s Pro Skater 4 online but can’t connect 


Q using my cable modem. Do you know how to fix this? 
TRAVIS MILLS—VIA INTERNET 


a 


|. Try powering down and disconnecting your cable modem for 30 to 60 


According to PlayStation.com’s support site: “There are a few differ- 
ent things you may want to try to establish a connection: 


seconds and then reconnecting the modem and connecting it to the Net- 
work Adaptor. 
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2. Some ISPs require any hardware that connects to their service be reg- 
istered; providing the MAC Address (Media Access Control Address) to the 
ISP can do this. To obtain the MAC Address of the Network Adaptor, run 
the Startup disc, when the connection testing fails, press the SELECT button 
on the DUALSHOCK 2 Analog controller for help, and the MAC Address 
will be displayed in a HELP prompt. 

3. One alternative is to connect your cable modem to a router with NAT 
(Network Address Translation) and then connect an Ethernet cable from the 
router to the Network Adaptor. The router typically bypasses any need to 
register the Network Adaptor with the ISP.” 

The Watch Dog adds: If you still need more help, check out the THPS- 


specific advice at www.neversoft.com. 
| was reading your December 2002 


\ U issue and saw the Buyers Beware 


article about rental stores putting labels on 


their discs. Blockbuster was the store men- 
tioned in the article. Family Video is another 
store that puts labels on their games—labels 
that throw off the balance of the discs. | just 
\ had my PS2 die on me because of the labels 


My, 


\. that were placed on the store’s games. Now 


x! iz , 


_ my system won't read their game discs or 
9) any games from my collection. All | get is 
~ a“Disc Read Error.” | had limited success 


" with SmackDown 4, which loaded to the 


WN : title screen, but when | entered the main 
~ Options screen, the system reverted back 


“= to the PS2 browser screen with the above error. 
i 


i 


| called the store | rented the games from and 
\ they said | rent at my own risk and their labels 
, don’t do damage. After | explained the problem 
, and read the article to the employee, she said she 
4 would like a copy of it to forward to the home 
~ office but that | am basically out of $300 for my 
~  PS2. | just wanted to let all the other gamers out 

~ there know not to rent games from Family Video 

unless the games do not have labels on them. 

ALEX SAMUEL—VIA INTERNET 


The Watch Dog responds: | wouldn’t be so quick to specifically 
blame the labels that Family Video placed on the game discs for your 
PlayStation 2’s unfortunate demise (you wouldn’t believe how many letters 
we receive about PlayStation 2 units that stop reading discs). However, you 
do run the risk of damaging your system when playing games with labels 
on them, and if rental chains are not going to stop labeling discs, they should 
at least apply a label of equal size on the other side of the disc to balance it 
out. Thanks for the heads up, Alex! 


At GamePro, listening is what we do Having problems with hardware or 
best. When you have a problem with software from Sony, Nintendo, or 
a product or feel you’ve been ripped = Microsoft? Here are the customer 
off, we want to know. Write to: service numbers to call: 

Sony: 800/345-7669 
Nintendo: 800/255-3700 


Microsoft: 800/469-9269 


GamePro’s Buyers Beware 
P.O. Box 22210 
Oakland, CA 94623-2210 


Or e-mail us at: 
buyers_beware.gamepro@ 
gamepro.com 
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MEET YOUR MAKER 


WANT TO MAKE YOUR OWN GAMES? YOUR FIRST PROJECT IS JUST A 


DOWNLOAD AWAY. sy ounwin master 


Score: 3906 5 UDDING DEVELOPERS CAN go from zero experience 
Cars iat: 2 ° : . 

to actual game creator in very little time—some of your 
Petrol: Sis , 
fellow gamers have created toolkits that you can download and 
use to create your own games and cut your teeth for that game 


design job in the industry. 


DEVELOPING NATION 


Tons of game-development programs are created for the PC and 
distributed over the net. The coolest thing about them is that 


Street Racer's no GTA Ill, but it does — they tend to be freeware, meaning you can download them 
have cars, cops, and crashes. Plus, it 


was developed using Game Maker. 


without paying a cent. The only money you need to send for 
freeware is, maybe, a donation to the creator if you feel like 
encouraging his or her hard work. 

Considering that the programs are free, you get many times 
what you pay for. While some game development kits can be 
quite difficult (many require programming knowledge to begin 
with), a few are much more simple. These provide tutorials and 
other helpful hints on how to create your own games—in 2D 
or 3D, and in any genre you choose. 

Here are a few toolkits to get you started. 


To nake avant cool —; like ‘tar TOOLS FOR GEEKS LIKE US 


Wraith 3 here, you'll have to spring for 
the full version of DarkBASIC, which RPG Toolkit Development System is a stylish and well-supported 


sells for about $39.99 online. kit for creating your own SNES-style role-playing games. RPG 
Toolkit is freeware, but creator Christopher Matthews offers a 
paid Powerhouse Edition that includes a printed manual, a hand- 


ful of improvements to the editor itself, and, most importantly, 
a license that enables you to distribute the games you make 
for cash money. You can learn more about RPG Toolkit at 
www.rpgtoolkit.com. 


Game Maker. Game Maker enables you 
to make some rather cool games—and 


games you make with it. 


RESUME FOR DISASTER 


that enables you to make games ranging from simple old-school puzzle 
games to isometric, sprite-heavy shooters—even two-player games over 
This version of 1945 was made with the Internet. Game Maker creator Mark Overmars has been developing 
the program since 1999, and the toolkit is in its fourth version. Over 
the creator doesn’t claim any rights to 2000 people download the program each day, and there are tons of games 
your creations. linked at www.cs.uu.nl/people/markov/gmaker/index.html. Game Maker 
Wait! is utterly free, and you have full distribution rights for the 


there's DarkBASIC, a programming language that provides the 
tools you need to make more involved 3D games. DarkBASIC 
is available as a trial version from www.darkbasic.com and will help advanced indie developers work on 
their higher-tech skills. A thriving community of fellow developers and programmers will answer your 
questions in their forums, and while making a game with DarkBASIC will be daunting for a development 
newbie, it’s powerful enough to make a game that will make the big boys jealous. 


— cael) *E 
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Creating an RPG in RPG Toolkit takes some time an 
practice, but it can be rewarding. Creating D-Pad 
Destroyer in RPG Toolkit is less rewarding. 
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| tutorials zones maps} 
| tutorials effects maps] 
{| tutorials matrixes] 
bighouse.map 
collisions.map 
mytirstworld.map 
room light.map 

; -junteal tike.map 
imatrix. cavern.map 


Fichier :iroom light.map Cun | 


Type :\* map |. Ammer 


Informotions Image - 


~ Dimencion X 


| = Dimension ¥ 


This 3D Map Editor was created using DarkBASIC— 
living proof of the flexibility you can have with the 
more advanced toolkit. 


Game Maker is a cool and deceptively powerful development program weeeess: 


“Welcome to the GamePro offices here 


For those of you looking for something a bit more advanced, in Medieval Oakland. Please check all 


giant swords, monster-summoning gems, 
and crippling insecurities at the door.” 


Those are just the tips of the iceberg. As you get more experience, you'll find yourself learning more 


This is a combat demo for Equilibrium, a game about game development and spending more time doing it. With these and other programs, you can make 


that’s no longer in development. it was created 


using DarkBASIC. sure you have a fat résumé to present when you're ready to go out and change the gaming world. (Gr 
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Customize your UNLIMITED ADVENTU RES. 


character's name, 


face, armor, abilities, THOUSANDS OF PLAYERS. 


race and class—from 


aeeted. ONE FANTASTIC WORLD. 


Join thousands of players online as you 
design and build a hero in the mystical 
land of Tunaria—a persistent, role-playing 
world alive with adventure and excitement. 
Conquer challenging quests, battle a 
multitude of monsters and 
special moves, growing in power 

as your character progresses. interact with thousands 


of others in the online 


adventure of a lifetime. 


PlayStation.e 


Blood 


Suggestive Themes 


| Violence 


www.everquest.com/eqoa 
CONTENT RATED BY - 
ESRB 


INTERNET CONNECTION REQUIRED. 


Orniwine.| 
ADDITIONAL SUBSCRIPTION FEES REQUIRED. 


m erience M 
Game Experience May BROADBAND AND DIAL-UP | 


Change During Online Play. 


SONY ONLINE 
ENTERTAINMENT 


Online play requires Internet connection and Network Adaptor (sold separately). 


EverQuest is a registered trademark and Online Adventures ond the Online icon are trademarks of Sony Computer Entertainment America Inc. SOE and the SOE logo are registered trademarks of Sony Online Entertainment Inc. © 2002 Sony Computer Entertainment America Inc. All rights reserved. “PlayStation” and the “PS” 
Family logo ore registered trademarks of Sony Computer Entertainment America Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. All other trademarks are properties of their respective owners. 


LOADING... 
NOKIAS N-GAGE: THE GBA KILLER? [igzgeececece 


3 ‘i = against Acclaim in New York seeking $21 
Cell-phone manufacturer to enter handheld market with “game deck. 


million in damages and an injunction to 


Nokia officially entered the games market in February with the unveiling of its N-Gage device, which combines a games keep the publisher from using Mirra’s 
console with a cell phone, at tandem press conferences in London and Sydney, Australia. name to promote the now-infamous 
The N-Gage, which Nokia prefers to call a “game deck” instead of a handheld system, is a gaming device with a decided adult-oriented game BMX XXX. 


cell-phone bent in its feature list. It’s shaped kind of like a Game Boy Advance but has more buttons for all the phone BMX XXX was originally going to 


feature Mirra and other pro bikers, but 
functions and a backlit 176 x 208 pixel screen that’s capable of displaying up to 4096 colors at once. Packed with 64 MB “ 
Acclaim removed Mirra’s name from 


of memory, the machine also handles a full range of PDA-style features —MP3 playback, built-in FM radio, e-mail, instant the ttle son ahker the 2000 © con. 


messaging, XHTML web browsing, and more. ference. According to the lawsuit, 
Games for Nokia’s system will be made available on MultiMedia Cards (MMCs) that will be sold separately at Nokia Mirra thought the game would feature 
outlets. A total of 10 N-Gage MMCs are slated to go on sale with the system, including Tomb Raider from Eidos, MotoGP Airplane-style adult humor, but “Acclaim 


from THQ, a Sonic the Hedgehog title from Sega, and several Nokia-produced originals. The system can also play the Java changed the concept of the game to 
games currently available on color handsets; unlike MMC games, these can be stored in the N-Gage’s onboard memory. become more sexually explicit and 
' pornographic,” so he bailed. The law- 

For gamers, the most innovative feature of the N-Gage is 


suit alleges Acclaim continued to use 


its wireless multiplayer compatibility. The system can deal Mirra’s name in ads and promotions. 
with two types of multiplayer gaming: two players Acclaim spokesman Alan Lewis told 


within a single room, and online with the rest of 


Newsday that Mirra’s lawsuit was “base- 


the world. The former uses the Bluetooth stan- less” and that his company “will defend 


dard for minimum latency, while the latter will use [itself] vigorously against it.” Mirra 
signed a five-year deal with Acclaim 


GPRS (General Packet Radio Service) connectivity 1 April 2002 
in Apri ; 


to allow multiplayer online gaming. 
Tome Reader: 
Masters of Doom 


Few game companies have enjoyed the 


The N-Gage and its games will be available at all 
Nokia outlets worldwide sometime in the fourth quarter of 


2003. Nokia gave no word on prices, saying only that the consoles seemingly overnight success of id Soft- 


will cost less than 500 Euros (about $540) and that pricing for the copyright- Nokia’s N-Gage browses the web, stores ware —and absolutely no other com- 


protected MMCs has yet to be decided. When asked about sales expectations, MP3s, and makes long-distance calls...but pany has shaped 
mostly, it plays games. Should Nintendo the industry 


Nokia Vice President Anssi Vanjoki said only that Nokia does not launch products ee” 


through sheer 


unless it expects to sell millions of units. now tWo 

force of will the Ano reay 
erwin 

way this bunch ; at 
of D&D-playing l F 
hackers did. " un r 
David Kushner’s - 

In February, Sega’s Tokyo headquarters announced plans to merge operations with Sammy Corporation, Japan’s largest new book, Mas- 

maker of pachinko and slot machines, after cutting its profit forecast for 2002 by 90 percent. The merger, which the two ters of Doom, 


companies plan to complete by October, marks the end of a failed effort by the Japanese console-software giant to restruc- chronicles the fascinating and compelling 


; 5 , : rise and...well, if not fall, fra; - 
ture its operations and become the world’s largest third-party publisher. ee OCs eh sen even 


; I ; tation of id, told largely by “the two 
The two outfits will form a joint committee to decide what the new entity should look like. The committee was expected z ae 

Johns” themselves. Even so, program- 
to make its decision as early as March, and the final agreement is due by the end of May. ming genius John Carmack is often por- 


At a press conference held in Tokyo, Sammy President Hajime Satomi said that the agreement came after only two weeks trayed as an emotionally disconnected 
of discussions. Satomi commented that he is leaning toward an outright merger with himself taking the top role. “We want machine trapped in a fleshy shell, while 


Sega President Hideki Sato to remain one of the core management members after the integration,” he said. the ceaselessly self-promotional John 


Since officially leaving the console hardware business in April 2001, Sega has struggled to establish strong sales for its Romero comes off as a brilliant de- 


* . . . . . . i fr | "C ke 
library of software. The company recently cut its earnings expectations for the year-long period ending in March to 500 Senet Hegienty staeeracked by Lis 
ae -_ ‘nas oo. own enthusiasm for good times, gore... 
million yen (about $4.1 million), down from 5 billion yen, due mostly to low sales for the 2K3 sports series in North ane hiekeakt 


America. The company still holds up to 56.8 billion yen in interest-bearing debt. Richie actailed sceaunts read 


Sammy, on the other hand, is coming off a period of aggressive expansion, quadrupling earnings and increasing its profit with the juice of gossip, but his sources 
tenfold over the past two years. The pachinko maker has used Sega’s Dreamcast technology in its machines before, and the are the participants themselves—a 


company is looking to expand its ties to the game industry as it upgrades its line of arcade and casino products. testament to his subjects’ honesty, no 


‘ a - lk ring str ° 
Sega announced plans to merge with Japanese game and toymaker Bandai in 1997 but backed out of the agreement at RTERE Ww Me Hiattering the trum May 
, . age be. And amid tales of Ferraris, person- 
the last minute. At the conference, Sega President Sato assured reporters that it won't happen here again: “We have warm * P 
ality conflicts, all-nighters, corporate 


relations with the staff at Sammy, and our strengths are in different areas, so this won’t turn out like Bandai...We can look ae ; | 
shenanigans, the invention of a genre, 


forward to the synergy this produces. and the validation of an entire form of 
After the merger is complete, Satomi commented, the new company’s first order of business will likely be a restructuring publishing, there’s some true insight 
of Sega’s software-development infrastructure. “Sega has many talented development teams, but there are too many software into just how far your dreams can take 


titles, which puts pressure on company results,” he said. “There needs to be new ways to bring the tastes of American and you if you're simply willing to work 
harder than you ever thought possible. 


Hardcover, $24.95; available May 2003 
from Random House. 


European people into development.” The name of the new company also hasn’t been decided yet, but “Il don’t want to 


throw away the Sega brand,” Satomi said. 


GAMEPRO MAY 2003 30 WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


~ee~ GameSpy 2002 PS2 
Gym ee Game of the Year! 


“A rare must own title.” & 
-EGM, Editors Choice Gold Award ‘au 


“Funny, smart, richly entertaining 
and superbly crafted.” -OPM, 5/5 


S 


“4 “Still the Best!” -GamePro, 5/5 


* 2002 Best Alternative Sports gi 
Game of the Year a 
PS2, Xbox and GameCube. ) 


“Tony Hawk’s Pro Skater 4 is easily the 
best game in the series...” -IGN.com 


Haig spilaggan are” ae 


Featuring songs by N.WA., 
Offspring, and System of 
a Down. 


Official Strategy Guide 
available from Brady Games. 


* Online play exclusive to 


PlaySiation°2 computer eae 
entertaininent system. Shitenin 
All new tricks - skitch behind 14 of the world's top pros New multiplayer and online modes 
cars, skate on moving objects, challenge you to prove including Score Challenge and 
and transfer over spines. your skills. Capture the Flag!* 
at lan S GAME BOY ADVANCE Vicarious 
as ® <xe0x< NINTEND o. Visions™ 


Compatible with PlayStation® game console and compatible 
with PlayStation®2 computer entertainment system. 


Blood 


© 1999-2003 Activision, inc. and its affiliates. Published and distributed by Activision Publishing, Inc. Activision and Pro Skater are registered trademarks and Activision 02 


Comic Misch ief and Sports Revolution are trademarks of Activision, Inc. and its affiliates. All rights reserved. Tony Hawk is a trademark of Tony Hawk. PlayStation 2, Xbox, and GameCube 
: : versions developed by Neversoft Entertainment, Inc. PlayStation and Game Boy Advance versions developed by Vicarious Visions inc. "PlayStation" and the "PS" Family logo 
Mild Lyri cs are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox logos are either registered trademarks of Microsoft Corporation in the U.S.A. . meee 
and/or other countries and are licensed under Microsoft.™, ®, Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo. The ratings icon is a # ACTIVISIONO2.COM 


Su gge Stive Themes registered trademark of the Interactive Digital Software Association. All other trademarks and trade names are the property of their respective owners. 
PlayStation®2 computer entertainment system screenshots shown. 
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Blaze Scorpion 3 
Rating: 3.0 


The Scorpion 3’s coolest feature is a built-in laser pointer that shines a red dot S 1€ Setaway = ae 2 layStation 2 Ce 


- hie ee fe ame Titles: 


- _Plyftation a a 


on the screen as you play, showing exactly where you're aiming. It’s adjustable, rand Theft Auto: Vice ¢ S : a PloyStation ae 
and it turns itself off so you can’t use it to blind people...well, except for your- : oe 
self because the screen sometimes reflects the laser right back into your eyes! 
The G-Con A/V adapter that came with our boxed product didn’t work at 
all, but with a different one, the gun was not only 
extremely accurate, but also light and comfortable 
to hold. Unfortunately, the buttons on the gun 
are too small, making reloading uncomfort- 
able. The Scorpion 3 contains some 


great ideas (not the least of which 


oheaeons 


PySaton 2 2 


are its authentic pistol styling 
: \. and rubberized grips), but it 
—P) needs a few more design revisions 
to really succeed.—Dan Elektro 


e ; ; ; : 
Price: $39.99. Contact: Blaze, www.blaze-gear.com q t 2 | t : | a er the Matrix...Here’s an interesting obser- 
2 & @S © © G vation about this year’s Readers’ Choice results. 


. Of the 14 main categories, |2 of the winners were straight-up sequels or contin- 
Datel Action Replay for the GameCube 3 ae 


; uations of existing franchises. The remaining two were The Lord of the Rings: The 
Rating: 4.5 


Two Towers (based on a famous literary work/major motion picture) and Kingdom 
Datel’s Action Replay combines the power of a GameShark-style cheat device fe eter Abashcl on ° Y P ) & 


Hearts (based on f. haracters from Square’ vious games and Disney's 
with the FreeLoader, which allows U.S. GameCube users to play games from Ae ered Pet Famous chal Se ee Y 


Japan or Europe without having to modify the hardware —a godsend for import animation history). In other words, no completely original game took top honors 


fins, The: Freeloader (whichis alec: aailabte ns in any category. Even Console of the Year was a sequel: the PlayStation 2. Next 


time you hear someone complain about how there's no originality in games toda : 
a standalone disc for $20) works wonderfully — Y P ery UES sas 


Japanese games loaded perfectipona US, ays ask them how they voted. * An amusing sidenote concerning the Mirra/Acclaim 


lawsuit: Last April, Mirra said, “I’m excited to be working with the company again 
i. oo ’ i tem and vice versa—but entering cheat codes o 
~<a w , >; - we and can’t wait to see how people react to Dave Mirra Freestyle BMX 3.” BMX 3 


proved a little hairier. The | 3-digit codes must 

; ; became BMX XXX, and the reaction...well, coulda waited. * If you didn’t get 

be entered via an onscreen keyboard, which 

into the beta test for Star Wars Galaxies, don’t worry—you just saved yourself 
12 bucks. That’s $5.95 for two installer CDs (plus tax!) and another $5.99 for 
UPS Ground (the cheapest shipping offered). We know building a game like this 


is expensive, and being in the beta is a perk, but...well, how many testers aren’t 


proves unwieldy (where’s a GameCube key- 
board’). Except for that, the interface is fast 
and intuitive—a rarity among devices like 
these —and the Action Replay does exactly 

, likely to have broadband and could therefore download the software in an hour 
what it says it does. For hardcore ’Cube own- 

or two, saving both duplication and shipping costs? Asking people to pay for the 


privilege of fixing broken software sets a very poor precedent. Who's running 


ers, this will be required equipment well into 


the future —Fennec Fox ae : A ee 
Price: $39.99 wel this beta, Jabba the Hutt? » Dan Elektro had a blistering diatribe about EA can- 


Contact: Datel, 727/421-0650, , celling his favorite game, Motor City Online, but as usual, his comments are too 


www.codejunkies.com long to fit here. Maybe next month. * Burnout 2 Xbox * Burnout 2 Xbox 


TALK A MILE A MINUTE 
HARNESS THE POWER WITHOUT STOPPING 
OF MILLIONS OF MINI-DANS 
RUNNING THROUGH YOUR TO BREATHE: 


NANOTECHNOLOGY DO THINGS! ‘ 
IS SO OVER! IT’S "aia KNOWLEDGE! 


ALL ABOUT... ea PS 7 N j MAKE GREAT 
a # ,& STOVETOP POPCORN! 


DID WE MENTION THE 
TALKING THING? 


Be 4% 
DANOTECHNOLOGY™ 
IT‘LL GET UNDER 
YOUR SKIN/ 


COMING SOON FROM 
GAMEPRO LABS: 


Babble: Auch ’n Amrich Doodles: Mao 
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ee 


remove anyone in 


The gritty urban underbelly of Europe 
offers whole new environments. 


pursuit of good becomes the desperate flight fromevil. 


| arrayed against her believe she's incapable of the ultimat 
Player/character Kurtis Trent brings his : ’ 


own distinct gameplay mechanics. 


to learn a paiftful lesson: PaYback's a bitch. / 


——e im” 6S sore EIDOS 


JayStation.c 


Eidos logo are trademarks of the Eidos Group of Companies. All rights reserved. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. 


no arms. 


PLUNGE into 56 ENORMOUS 
levels and WHIP OUT 
all new powers & gear like 
the Heavy Metal Fist and LockJaw 
to battle the GARGANTUAN 
Hoodlum Army led by MASSIVE 
oe transforming bosses. 


Official trailer es 2 Violence a | : tial 
featuring “Madder” Comic Mischief | @ ys Ave - 
by GrooveArmada, : 


courtesy of Jive Records Enter to win a trip to Jamaica at: 


www.rayman3.com 


THE FUTURE AIN'T WHAT IT UGED TO DE. LED DY DEUS EX, ENTER THE MATRIX, AND 
STARCRAFT: CHOGT, oCI-FI GAMING Ii POISED TO ENTER SOME BRAVE NEW WORLDS. 


> Dilla EX: 
* 1NVISIOLE WAR 


F SCI-FI STORIES these days are to be believed, the near 

future will be a world filled with conspiracies, iiber-corporations, : 
and invasive technology. The Deus Ex series, including the forth- These two are from the Church of the 
coming sequel Invisible War, takes these topics head-on to create Order, one of DX:IW's many factions. 


a near-future dystopia so dark you may never see daylight again. Throwing in your lot with a faction will aa : 
se : ' mee make subtle changes to the levels as § Welcome to Antarctica! The shadows 


| 
at 
oy mae 


made by the 
HE AR-FUITIVAE | AST you play-some doors will lock or un- _ lighting in DX:IW will provide you with places to 
lock, characters may be in different hide. Since this snowy base is completely hostile, 

The original Deus Ex takes place in around 2015. You Places, ett. : that will come in handy. 


are J.C. Denton, one of two nanotech-augmented humans created 

to serve a government organization called UNATCO. You and 

your brother, Paul, represent the pinnacle of human biological 

modification technology, a huge advance over the clunky and 
malfunction-prone cybernetics that your UNATCO col- 
leagues were given. You are the future. 

Something goes wrong, though, and you are dragged 
into a web of lies and conspiracies so deep that this article 
couldn’t begin to lay them out. Along the way, you develop 
specific skills of your choosing, from weapons mastery to 

computer hacking, and obtain more nano-augmentations 


The flamethrower is an interesting This security ‘bot uses its own mounted 
weapon in DX:IW. You can use it to flashlight to search the dark for intruders. 
create light sources in a level or to Even that light is dynamic, and if youget = 
: jd that give you super strength, enhanced vision, _ torch enemies. There will also be fire caught in the beam, the robot will see 

/ fee stealth camouflage, and much more. extinguishers to put the fires out. you for sure. 


ee So Deus Ex was an action game with a character development system 
: deeper than that of many RPGs—and it established a dark future that’s 
Was burned in the minds of many gamers to this day. 


DEUS X-FILES 


Invisible War will take place 15 years later and star Alex D., a state-of- 
the-art biomodded human. Nanotechnology is much more widespread in 
= 4 2030, but Alex D. represents the future of the future. Biomods 
| replace the “old-school” nano-augs, and enough different organi- 
zations have access to nanotech that the twisty factions and 
conspiracies in the Deus Ex universe have more at stake than 


ever. At the beginning of the game, a terrorist detonates anano- Most objects you find will have their own physics. 
tech bomb that disintegrates—not just destroys, disintegrates— Strong characters will be able to pick up one of those 


Chicago, and you must figure out who did it and why. me Seog en 
To do this, you'll have access to what developer lon Storm 
has called “biomods.” Biomods are nanotech implants that enable you to access special powers or skills. A neural 
interface will enable you to hack into computers and security systems, while the bot-dominator will give you the 
power to possess robots and see through their eyes—or shoot through their guns. For the more politically 


= 
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courageous, there will be a “black market” where you can ob- 
tain more twisted implants—the government frowns on things 
like the Health Leech Drone, which searches for nearby corpses 
and unconscious enemies, breaks them down, and uses that 

raw organic material to heal your wounds. You'll have nine slots 

for biomods and three choices per slot—plenty of room to 

customize your own future super-soldier. 


The Deus Ex future isn’t 

the only high-tech show- 

case here. lon Storm is bringing some 
shiny new technology to the game’s 
development to make sure you get 


ary robot | in ot the coolest, most immersive simula- 
t with the Bot Dominatic tion possible. They've taken Epic’s Un- 
| ntrol of it and turn it eal engine and done amazing things 
with it, such as plugging in an insane 
physics engine that gives every object 
in the game realistic behaviors; for 
example, you'll be able to block doors 
by pushing a couch in front of them. 
They've also created a new ren- 
derer and lighting system that does 


more than just make the game look pretty. Every light in the game is dynamic, 

meaning that you'll be able to extinguish, push, knock over, carry, or place most 

lights in the game. You'll be able to create your own shadows and hide in them. : | Se Ya 

if you turn the lights out in a room, guards will turn on flashlights to find you. 

Invisible War also employs a technique called “normal mapping.” In short, 

this means that the artists can make flat textures react to lighting as if they oy a 

were 3D polygons, enabling them to mimic the detail of high-poly models . 
| with fewer polys. In that way, lon Storm frees up processing power to handle 
| the dynamic lighting. 


: j 
A ‘ edi : : | % i es 


On track for a June release, Deus Ex: Invisible War will not only let you 
| become a future soldier with molecule-sized machines swimming in your 
cs SNS | bloodstream, but it will also be the sequel to one of the greatest 
wi ™ > Sins , G games of all time. For Xbox and PC gamers, this should make the 
an —~— dark future seem pretty bright—Dunjin Master 


» textures of this wall and the gr 


‘ | mi ppil 
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ENTER THE MATRIX 


‘GS ‘ wa irs WACHOWSKI BROTHERS are 
emt 


changing the face of the game industry.” 


x 7, At a minimum, Shiny President David Perry's Sa : 
! ‘ = * remarks at the Hollywood premiere of pi VS = wins LS 
| — the upcoming Matrix games count as bold __ The two starring characters are played by actors Jada Pinkett Smith (Niobe) and 
FF ‘> » words—but possibly also apt ones. When Anthony Wong (Ghost); their roles in the game are much meatier than their 
(ry py smaller parts in the upcoming films. 


Enter the Matrix for the PS2, GameCube, 
Xbox, and PC hits store shelves on May |5 (the same day that Matrix 
Reloaded opens in theaters), gamers will find out for themselves just how 

deep the rabbit hole goes by playing this first-of-its-kind crossover between 

movies and games. There's no doubt that the drool-inducing involvement 
of directors Andy and Larry Wachowski, who wrote the game’s 

story and directed the movie's actors in its cinematics, will 
lure multitudes of Matrix fans. The only surprise twist 
will be how the gameplay turns out. 


i eal Enter the Matrix is a new beast as far as movie 
ss games go. Instead of licensing it for the usual 


In the Chateau level, Ghost staggers a vampire-like 
* creature. Shiny staffers couldn’t confirm that the crea- 
-*% mediocre platform/action game, the Wachow- _ tures are actually vampires, saying only that driving 


os .— <: rs im bY ~ A ski brothers wrote a separate story that “stakes” into their hearts “disrupts their code.” 
o 8 | __ intertwines with the plot of Matrix Reloaded, Matrix Revo- 
lution, and the Animatrix DVD (a collection of nine short- 
story Matrix animes due in stores June 3). You don’t have to 
play the games to appreciate the movies or animes, but gamers who do will 
: peel off another layer of the Matrix story arc. 
yl ee This connection was integral from the moment work began on the films. 
nae » The Wachowskis presented the developers at Shiny with a detailed plan for 
fpr _.. .«$¥y% > - 44 Enter the Matrix, then worked closely with Shiny as they shot footage for both [# Oe 
z¢ 3 ‘S.e7t) the movies and the game on the same set in Australia. “There was no differ- “The hardest thing was the sheer size 
ence between working on the game and the movie,” says actor Jada of the game. The Wachowskis wanted 
Pinkett Smith. “It was serious business, down to how you walked, what everything—fighting, shooting, driving, 
: widesas : ; flying, hacking—and getting our heads 
your tone of voice was.” With an hour of entirely new movie footage, an —_— around it was a monster,” confesses 
additional hour of in-game cut-scenes, and animations motion-captured David Perry of Shiny. 
from the actors, Enter the Matrix’s rich story and unprecedented 
movie connection will surely be its biggest attraction. 


HUMMING SILENT AND DEEP 


>» As far as gameplay goes, Enter the Matrix will be an intriguing 
“hybrid of third-person combat and vehicle-based action involv- 
\ ing cars and hovercraft. You play as either the pilot, Niobe, 
~~ or the martial-arts expert, Ghost, and each character has 


5, 


The slow-motion effects of bullet time 
make the round emerging from Niobe’s 
machine gun visible. 


j 


In one cl-the driving levels. Ghost Players will pilot a hovercraft, the Lobos, 


: one pops out of the 7 
Hidden Drsaoe car's window to provide offensive firepower as pial oe Sea tunnels eng 
= Niche cileds. real world as sentinels pursue wit 
<2 comm single-minded ferocity. 
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their own separate path through the game. A Focus meter will allow you to flash 
those trademark acrobatic hijinks and dizzying martial arts, and you'll even be able 
to hack into the Matrix to affect the game. In the spirit of old-school text adven- 
tures, you'll find a Hack menu in the game’s front end, which presents you with a 
DOS-style prompt. “The goal is to duplicate the feeling you had when Trinity woke 
up Neo at his monitor,’ says Perry. You'll find clues in the game, and accomplished 
hackers will eventually be able to drop weapons into levels, download new fighting 
styles into their character, and unlocks secrets like a multiplayer mode or messages 
from the actors. 

The game's plot is a closely guarded secret—even a Shiny staffer only 
learned the game’s ending back in February after two years of work. 
But the tale begins with one of the Animatrix shorts, The Final Flight 
of the Osiris, which describes the origin of a package containing vital 
intel about a massive threat to Zion. The game’s story line picks 
up that thread as Niobe and Ghost pursue the package. 

Although the primary stars of the Matrix universe, including 
Neo, Trinity, Morpheus, and Agent Smith, won’t be playable ) 
characters, they will make cameos in the game...if you can 
find them. There’s a scene in the game where you fight 
Trinity, but, Perry reports, “it’s very possible that you peat sai Pe hs 
won't even know it exists.” The Wachowskis “insisted,” Familiar characters from the first movie— 
says Perry, that players should miss some scenes in including Agent Smith, Neo, Trinity, and 
the game if they don’t pick up on all the clues. ee nce he aie 


THE MATRIX HAS YOU é but wont be playable. 


In hands-on time with four-level demos of all the 
versions of the game, it seemed likely that the 
Xbox and PC editions will present the most 
compelling graphics, while the PS2 game, 
although still unfinished, looked rocky. The 

best part was how much the combat 
looked and felt like it was poured from 
the Matrix mold. The action had a ki- 
netic, sizzling pace, and even rookie 
gamers will quickly feel like a kung- 
fu machine. Still, lots of tuning to 
the A.I. and game mechanics re- 
mained to be done. 

Without a doubt, Enter the 
Matrix has enough going for it that gamers will 
be forming lines at the counter where the red 
pills are dispensed. And if Shiny can apply the 
right amount of polish in the final three months 
of development, you'll never have second 
thoughts about those blue pills——Air Hendrix 


eel 


x a si seers Nees 3 PS 
“The Wachowskis described gameplay 
in terms of the feelings that playing 
a scene would evoke. Ultimately, they 
had a very clear vision of what they 
wanted,” says Shiny’s David Perry. 


/ 


main buttons will fire off\miunches, kicks, 
er. : throws, and blocks}:mashig produces 
=) an amazing variety of 


~ “The Wachowskis are huge gamers,” 
says Shiny’s David Perry, “so with them, 
the conversations were easy.” 


Note: All screens shown here are from the 
PlayStation 2 version. 


Meath 180% —— 


4 - 


Ghost races along a wall to slip past in- Using the Focus meter inbaihes exhilarating acro- 
coming fire while blazing away with his __ batics, like Niobe running up a wall to evade a 
trademark twin pistols. fusillade of police bullets. 


ne 
ce f ear teat oe 
‘ Lane New nat® 


Niobe squares off against a familiar nemesis: the 
nefarious Agent Smith. 
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Terran soldiers are heavily inane 
and tough to kill—unless their helmet 
visor is raised. 


Nova’s radar shows her where her 
enemies are, as well as how visible 
she is to them. 


The Zerg love to swarm in groups at enemies to 


overpower with sheer numbers. 


Nova will encounter various characters who may be 
able to aid her in her mission. 
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RCRAF T: 


HAT DO YOU think of when you hear the word “StarCraft?” Real-time 
strategy fans instantly recall the three-way war between the Terran, Zerg, 
and Protoss races. Anyone who didn’t play the PC hit is more likely to respond 
“StarWhat?” With the console-exclusive action/adventure thriller StarCraft: 
Ghost, developer Blizzard is looking to win over not only grizzled veterans of 
previous campaigns, but also those completely unaware of the rich StarCraft 
universe —a tough mission, to be sure. 


COT 


THE STARCRAET UAIVERSE 


A rich history can be both a blessing 
and a curse for games. Story continuity 
often falls victim to the fine balancing 
act of satisfying legions of die-hard fans gee ees ee Ef 
while not alienating newcomers. The —_- You'll come face to face with familiar units from the previous real-time strategy 
StarCraft saga has its own unique —-9ames in StarCraft: Ghost. 
peculiarities, such as how the previous two installments 
told its full story through three different points of view. 
StarCraft: Ghost's tale will mainly be told through the eyes 
of Nova, an ultra elite psionic soldier who has just completed 20 
years of exhaustive training. In the background, the battle for 
control of the universe still rages on between the humanoid 
Terrans, the Geiger-esque Zerg, and the malevolent Protoss. 
Nova is sent in to investigate a small Terran refinery, which has 
made a discovery that will forever alter the landscape of this 
great galactic conflict. 


UNG SUPER ADA ae 


Adjusting from the idea of commanding dozens of units to con- _ have to use it sparingly. 
trolling j site one character is a whole lot easier when said character is someone like Nova. 
There have been a number of self-proclaimed cool action heroes recently, but 
none can boast Nova's crazy psionic powers like self cloaking, second 
sight, hyper speed, or the ability to call in a nuclear strike! 
Especially eye-catching is the hyper speed ability, which 
slows down enemies similar to the bullet-time effect we 
employed in games like Max Payne and BloodRayne, v 
except Nova can still move at a normal clip. 
When a mission calls for less flashy means, she se bE 
can fall back to her extensive hand-to-hand 
combat skills or a deadly arsenal. Nova’s — 
weaponry will include, among other 
things, a sniper rifle that she can 
fire while hanging upside 
down on ladders or 
any other 


blaws will have to avoid page pa Nova will be able to control vehicles, | / : 
tion for most missions and survey areas _ although it’s not yet known whether — 
for the best routes. these ships will be among them. 
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overhead objects. Her aabessetignni : a = | eT 
weapons can also gather § sia -— | { all | 
valuable dataonenemies | ~ cm - ~ Tr A HUTSUELL 


and structures simply by 

pointing at them and not ee 

moving or firing, There's still plenty of time to ex- 
plore what's come before the 
events that will unfold in StarCraft: 


SUPER-SIZE I Ghost—and it’s not as daunting 


StarCraft fans will cer- | The monstrous Ultralisks are | as you'd think. 


tiinks ene a lick cutee units for the Zerg and are used 
nace apath through enemy lines. AMES 
SPER ATT: 


STARG Te 


“QEaues 


seeing all their familiar 
units up close, and there will be plenty of visual reference: 
only the experienced will understand. Fresh recruits, on th 
other hand, will still be able to appreciate the careful craftir 
and enemy has undergone over the years. Blizzard is ho 
layer of detail will help Ghost stand out from the pack: 
assault across all major consoles this fall—Tokyo Drifter 


Note: All screens shown here are from the Xbox version. 


TmmtGaaer f \e\ 
~ BATTLE CHEST — 


The game will span through vies The original PC real-time strategy 
| environments, such as this volcanic game debuted in stores in 1997 and 


f underground lair. featured a linear story line, played 


| through the eyes of each race in- 
paAi volved. StarCraft garnered many 

7 . wards and cultivated a worldwide 
- fan base through Blizzard's free on- 
line Battle.net service. The Brood 
_ War expansion pack featured new 
units and packed enough play value 
to be called an actual sequel. Once 
ONS ER SN again, you played in order as the Pro- 
Walking will you tom toss, Zerg, and Terrans until the grand 
emitting sounds that can give away climax was unveiled. Both games still 
your position. stand up very well and can be pur- 


chased together in the Battle Chest 
set for play on either a PC or Mac. 


StarCraft (1997) 
StarCraft: Brood War (1999) 


trem tes Bpe Took Dews Dcvitebdag aehor 


or 


While not as well 
regarded as the nov- 
elizations of other 
Blizzard properties 
like WarCraft and 
_ Diablo, the StarCraft 
_ books help flesh out 
| the side stories sur- 
i rounding the games. 


2 ee #8 Speed of Darkness 
By Tracy Hickman 


StarCraft: Uprising (e-book), 5 
By Micky Nelson 


Getting opt toa ie may warm ‘eg : Nova is axinaials ‘athletic and has a 
Guy up, but it also = him easier wide range of moves for both evasion 
to shoot. | and attack. 
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FUTURE PRESENT 


ee anes OF THE YEAR” 


is a tough title in the game 
industry —but if any game de- 
serves it, it's Microsoft's full 
i, follow-up to the flagship Xbox 
title that redefined 
the first-person shooter. Halo 2 does not currently have a 
firm release date (Develaper Bungie says it’s — noe is 


Mace Griffin Bounty Hunter (Xbox) 


new vehicles and weapons, deseructibl: environments, becer Al. aed cru- 
cially, online play via Xbox Live. The plot involves Master Chief's return (with 
Cortana) to defend Earth from a Covenant attack, and another Halo ring 
comes into play somehow, too. Vague? Yep. All the more tantalizing? Oh yes. 
Another game with potential to expand the boundaries of first-person 
shooters is Mace Griffin Bounty Hunter. Due out for both the PS2 and Xbox 
from Black Label Games, Mace mixes corridor shooting with spaceship flight—seamlessly. 
That means you can go from cocking a pistol to sitting in the cockpit with no loading 
pause. The early builds for both systems were quite incomplete, but there's a lot of 
potential and the game's not due until June. 
Unfortunately, no real release date is known for Brute Force, 
an Xbox exclusive developed by Digital Anvil. The ambitious mix 
of shooting and squad-based tactics has been delayed several 
times, and fans are getting antsy. However, with the promise of 
cool weapons and gadgets (Sonic Cannons and Psychic Blasts, 
anyone?), rotating control over four different squad members at 
the touch of a button, and the return of the lost art of coopera- 
tive gameplay (over Xbox Live, no less), Brute Force sounds like | 
it could be worth waiting for. Star Wars Galaxies (PQs 
And finally, no sci-fi roundup would be complete without mentioning those two magic words: Star Wars. | 
Sony Online Entertainment and LucasArts are teaming up to create Star Wars Galaxies, a massively 
multiplayer online game set in the Star Wars universe. If you’ve played EverQuest or Ultima Online, you 
know what to expect—huge 3D worlds, tons of live people, all playing the species and characters of 
their fanboy dreams, from smugglers to bounty hunters to Jedi and everything in between. The game is 
being developed for the PC with an eye on a June release, followed by periodic upgrades adding things 
like ownable vehicles—so you may yet be able to bull’s-eye womprats in your 1-16. Once the Windows 


version is up and running, Lucas will make deci- 
sions about console editions—but both Xbox and FURTHER nT TUE suites 
PS2 versions have been discussed as future possi- MORE srl rl STUET moll In 03 


bilities. Still, young Padawan, rush it not, for there 


is much yet to learn about this strange world ALTER [Cu THQ, PS2/Xbox : 
called the Internet....—Dan Elektro (see Sneak Previews for more info) 


it i Neeae DLACKS Majesco, PS2/Xbox/PC _ 2 a 
Mace: Gciltin Bovity Hunter (xbox DEAD PUDENIX capcom, GameCube 
er <r) FIRE WARRIOR THe, ps2 
7, | FREELANCER microsoft, Pc 


es a a ‘aii e oe (see PC ProReviews for more ein) 
‘ — | DAO Capcom, GameCube 


RIX RED DOCK LucasArts, PS2 


(see Sneak Previews for more info) 


STAR OCEAN Ill to be determined, PS2 
STAR WARS: 
KAIGUTS OF THE OLD REPUBLIC 1 LucasArts, Xbox. | 


=e c. : Disney —— re 


Brute Force Xbox) 


Star Wars Galaxies (PQ Brute Force (Xbox) 
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BEFORE 
WARCRAFT’ 


THREE HAIRY NORSEMEN 


SET THE STAGE 


FOR A TRADITION 


OF GREAT GAMING. 


THE BLIZZARD CLASSIC RETURNS 


Now ON GAME Boy® ADVANCE. 
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ed, The L Lost Vikings is a trademark and Blizzard Entertainment and Warcraft are trademarks or registered trademarks of Blizzard Entertainment in the U.S. 
me Boy and Game Boy Advance are trademarks of Nintendo. © 2001 Nintendo. The ratings icon is a registered trademark of the Interactive Digital Software 


Association. All oth na mes ‘are the properties of their respective owners. 
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3. Bragon Ball Z Budekai 
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3. Star Wars Jedi Knight Il: 3. Phantasy Star @nline am 


Jedi Outeast Episode | & Il 3,S0COM: tt 
) U.S. Navy SEALs 


> KKK: 

§ Complote 22.0% 
areas a ROG “Sais 

— Current 3.62.19 
Score 
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3. Sly Cooper and the a. 3. Super Monkey Ball 2 


Thievius Raccoonus 


3. Burnout 2: 
Point of Impact 
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THIS IS WHAT WE KNOW. 
- IMAGINE WHAT WE DON’T. 


thetruth.com | es 


Your voice was heard! The best games of 2002 
get the recognition they deserve in our annual 


readers’ poll. Did your favorites top the charts? 


2. Xbox 
3. Gamegube 


= =F 
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Nosegrind 


. oo 2. Medal of Honor: 
2.BMX XXX 9.NFL 2K3 Allied 


¢ Assault 


3. Unreal Tournament 2063 
3. Aggressive Inline 3. NFL Fever 2003 


a ae Ba ah i ! Pics 2 Oe 6, 
2. metroid Prime 


ENERGY See ed Re we Se. Lay = 
$.999999981 ISD 20° Se i 
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. S 2. FIFA Soccer 2003 
2. NBA Live 2003 
3. Bragen Ball Z: 


3. All-Star Baseball 1663 The Legacy of Goku 
3. Street Hoops 
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Recommended 

System Specs 
Windows 98/ME/2000/XP 
Pentium Ill | GHz 


256 MB RAM 


1.3 GB on HD 
wrt Ss AMAZING HOw long PC gamers will wait for a title, but 
m.. it’s even more amazing when that magical release day finally 


32 MB video card 


arrives. At long last, PC space-shooter fans, Freelancer sits upon 
your gaming store shelves, and have no fear—it was worth the wait. 


The game casts you as an interstellar pilot named Trent, who > move ana ty tS orn Han Barren er 
survives the destruction of Freeport 7, a space station in Free- ee ee 
lancer’s massive galaxy consisting of over 40 systems and countless bases, 
planets, and spacedocks. You choose exactly what you want to do—disable 
trade routes, hunt down criminals, follow police on their patrols (then jack 
‘em), or simply run commodities from one station to another. Who likes you 
and what you have access to depend on what you do and how you do it. 
Freelancer isn’t completely open-ended, though, and that’s one of its faults. 
To advance beyond certain ranks and get access to better equipment, you have 
to complete story missions that railroad you into certain situations. You'll 


have to protect your reputation with certain groups in order to complete 


those quests. Of course, once you win the story quest, you're free to do ies broker at each station. Try to take 
whatever you want, and if you don’t mind flying about with the worst equip- rt wit 
ment the whole time, you can ignore the story completely. 


GRAPHICS 5.0 


Among the most gorgeous games out 
there, Freelancer delivers fine visuals 
and fast-paced action without any obvi- 


Digital Anvil didn’t skimp on Freelancer’s presentation. Some of the best 
graphics and sounds to date exist right in the Sirius System. The ambient 


music and low hum of your engine perfectly invoke the feeling of being out on 


. ; . ous slowdown on competent systems. 
your own in space, while radio chatter around the various planets and bases 


st ie 3 ns Fates hip ;. Stray only enhance the realism. If you're not moved by the chaos of combat in Free- 
age friendly target lancer, you might want to check your pulse —laser blasts shooting past, missiles 
<a ei) and mines exploding, and pilots barking out taunts and frightened 
wails make for some of the most intense 
dogfighting combat yet. 

Freelancer controls with the mouse and 
keyboard—no joystick needed. It works well, 
but it takes a lot of getting used to, and you’ll 
want to make hotkey flash cards so you can 


Radio chatter, sound effects, and ambi- 
ent music nail down the sci-fi feel of the 


Freelancer universe. A lot of the spoken 
lines get repetitive, and all police 
pilots seem to be voiced by the 
same person, but otherwise it 
sounds great. 


CONTROL 4.5 


» } The mouse-controlled flight 
f mechanic works surpris- 


work essential systems in combat without 
worrying about using the mouse to click 


on the onscreen menus. 
ingly well once you get used 


to it, but that will take some 
7 time. Learning all the hotkeys is 
essential to successful combat. 


FUN FACTOR 4.5 


psanely, wonderfully, creatively fun— 
it starts to repeat itself. The 
@ random jobs tend to show up a 
nd there are sometimes long 
3ds between story missions. Still, 
’s universe is vast and 
Ways something fun to do. 


Dying for some starship dogfighting? Looking 
for a more sci-fi Morrowind? Tired of waiting 
for Freelancer to come out? It’s your lucky day. © 
Freelancer is here, 
and it’s good. It's 


very, very good. (4 


FUN FACTOR 


® Developed by Digital Anvil 
» *, Published by Microsoft 


= $49.99 @ Action/ TEEN] crarnics 
@ Available now adventure 


ee 5.015.0/4.5| 4.5 
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BY D-PAD DESTROYER 
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ry http://ww 


i—— 4 Million+ Unique Visitors Per Month [> RMA REQUEST > RMA status || WW view CART | ACCOUNT UPDATE | WISHLIST | ORDER STATUS) 
CW 69g9.--= ne | | 


| SHOP BY CATEGORY | SHOP BY BRAND | TOP 10 SELLERS | NEW PRODUCTS | SPECIAL SALES | REBATE SALES| 
Description (Detail View) 


Deals at-- 


Buy More Save More. ==> NEWEGG.CO, 
Xa 


more info <s 


| Check here for more! 


DOR RAM $79.99 
Designer-Plus Scrolling internet 
Easy+ Mouse. High Precision input | | J+ WO Special Edition 120GB 7200 
Device. 600DPI High Resolution, for | R he - $137 
IBM PC & Compatible. Easy to use 
Plug & Play - Retail. | = ee 
Special FedEx Saver Shipping $5 
more info >> | | Ss ECS K7S5A PRO Socket A AMD 
intel Pentium 4 2.4GHz 512K 533MHz CPU Northwood WESTERN DIGITAL “SPECIAL EDITION” 80GB 7200RPM | CRUCIAL MICRON 256MB 32x64 PC 2100 DDR RAM. Motherboard - Retail $59 
$0 j O 1 P478 Processor Retail Box. EIDE HARD DRIVE MODEL # WD800JB - OEM, DRIVE 184-Pin, CL=2.5-Unbuffered 2.5V, 6-Layers CT3264Z265 | 
CPU: Pentium 4 P4 2.4GHz Northwood ONLY . Requires DDR supported Motherboard - Lifetime Warranty. =" LV Leadtek Winfast Deluxe TV/EM 
Type: Northwood Size: 80 Gigabytes OEM. Speciai Free FedEx Saver Shipping more info >> | Multimedia Card - Retail $54 99 
Cache: §12K Interface: IDE ULTRA ATA100 | &y Creative Labs Sound Blaster 
BUS: 533MHz | Seek time: 8.9ms | Audigy 2 - Retail $112 
Socket: P4 478 i RPM:7200 
Retail Box (with Heatsink and fan) | Cache 8MB | - Lite-On 16X Black DVD ROM 
Speciai Free FedEx Saver Shipping more info >> Special Free FedEx Saver Shipping more info >> | Petve OEM 


Compaq iPaq Pocket PC H5455 
The new HP iPAQ Pocket PC for 
mobile professionals, with versatile 
wireless solutions and integrated 
security. Special Free FedEx Saver 
Shipping more info >> 


$599.00 Claas 


ee 


‘. — ne 
cesta = = 
Ee 
; 


AMD Athion XP 2600+ “Barton” 333 FSB Processor - OEM| Asus A7N266-VM AA (AMD Assured Version) NVIDIA Kingston KVR333X64C 25/512 512MB 32x64 PC2700 ms SONY DVD-R/RW Drive - Retail 
CPU: 1.83 GHz nFORCE 220 Chipset 266/200MHz FSB Motherboard DOR RAM. 6 Layers High Quality Board; CL 2.5; 184-Pin $409 

Cache: 512K L2, 128K L1, Total 640KB Micro ATX- Retail. Socket AAMD Duron, Athion, and Unbuffered. Requires DDR supported Motherboard - | 

Socket A Athion XP up to 2600+ nForce 220D: NVIDIA IGP-64 north | Lifetime Warranty through manufacturer. Special FedEx 

Special Free FedEx Saver Shipping more info >> bridge and NVIDIA MCP-D south bridge. Specia! Free Saver Shipping $6 more info >> 


Olympus Digital Camera C-4000 
Zoom 
Excellent optics designed specifically 
for digital photography. 

Special Free FedEx Saver Shipping 


FedEx Saver Shipping more info >> 


$180.00 $71.99 $63.50 
Top Sales 


i >> 


$379.00 CED 


3,000+ of customer 


experiences for you to read 


and compare. 
Creative Labs Sound Blaster Live! Dolby Digital 5.1- | Lite On 48x24x48 CDRW Model LTR-4824S - OEM. ASUS V9280TD Geforce4 Ti4200 128MB 128 bit AGP 
35,000 of product OEM. PCI 32-bit, 1024-voice Environmental Audio Sound | Speed : Recording 48Xmax CAV Re-writing 24X High- 8X TV-OUT & DVI - Retail. 
reviews from buyers like Card, now with Dolby Digital 5.1 support Speed CLV Reading 48Xmax CAV Resolution: Max 2048 x 1536 at 75Hz (32bpp) 
you, EMU10K1 Digital Signal Processor provides studio quality | Interface : ATAPI-E/IDE, support up to Ultra-~DMA Mode2 256-bit GeForce4 Ti (250MHz clock) 
sound reproduction for digital processing and playback of | 33.3MB/sec AGP 8X with Fast Writes and Texturing support 
98% orders ship within 1 MP3, WMA, WAV. Internet Audio, MIDI, and CD audio. Access Time : 80ms (typical) Engine Clock 250MHz 
business day! Realtime EAX Environmenitai Audio Effects aliows gamers to hear Buffer Memory Size: 2MB Memory Clock 512MHz(256MHz DDR) 
inventory and pricing. sounds coming from ali around them over multiple Operating System : Windows 95/S8/NT/XP/2000/ME Vertical Refresh Rate 60-240 Hz 
laa — speaker configurations with full EAX support. MTBF : 70’000 Power On Hours with 25% Duty Speciai Free FedEx Saver Shipping more info >> 
aitaiunans anos Bisrate com Carved Special Free FedEx Saver Shipping more info >> Special Free FedEx Saver Shipping more info >> 
you like NewEgg to| | 


Merchant with 98% 
Satisfactory Rating from 


25,000+ customers. = 


$148.99 


Certified by 
Better Business 
Bureau 


Reseller 


9.79/10 Rating from 3 
Ratings.com 


3,200+ Reviews 


PRIVACY 
BBONLINE’ 
Copyright 2003 NewEgg.com., All rights reserved. 


All prices and specifications are subject to change without notice. NewEgg.com is not responsible for typographical errors. All typographical errors are subject to correction. wv 


PROREVIEWS 


Racnsnneiied * i T Cl », 
a , § Tom Clancys 


Windows 98/ME/2000/XP 


Pentium Ill 1.2 GHz. 


384 MB RAM 


64 MB video card a == 
VEN AFTER AN almost four-year hiatus, team Rain- 
bow shows why it's still the top antiterrorist team on 
the PC. If you’ve enjoyed past Rainbow Six games or just 


have an itch to take out terrorists on your own, Raven 
Shield will completely fulfill your trigger-finger needs. 


Engaging in close-quarters combat takes a special breed of soldiers. In Raven Shield, 
as in previous Rainbow Six games, you take control of this special breed —Tom 
Clancy style. This means that though it’s fictitious, Rainbow's action mirrors real 
military combat techniques and contains real-world elements ranging from authentic 
weaponry to believable global terrorist threats. It also means (and staying true to the 
Rainbow Six theme) that without proper planning, you'll wind up starting over from 
the beginning more than completing a mission. This type of realism 
is the core of Raven Shield. 
¥ The game's realism, however, has its limits. Controlling up to 
: x eight team members while frantically shooting away in first-person 
_ 4 /mode can get daunting at times. Adding to that problem, switching 
between weapons is extremely slow, which is uncharacteristic of both real 
military soldiers and the Rainbow Six series. 

But beyond this blemish, Raven Shield’s controls have been finely upgraded. You can now easily 
order teammates to open, grenade, and clear a room (a la Tom Clancy’s Sum of All Fears game) 
with ease. Don’t be surprised, though, if your team annoyingly misses an obvious target when 
they open the door. Another clean control setup is the ability to quickly jump from one team to 
another or from one individual to another, so you can take in the action from any place you want. 


The graphics and sound engine is as powerful as the usable guns featured in the game. There are 
a whopping 57 familiar and non-familiar bullet-shooting mechanisms that you can use in missions. 
Each seems to be fully modeled from the real gun, including the rate of fire and type of barrel 
sea a) ; “327 flash. The impressive visuals, though, don’t stop at the weapon 
| models. Terrifically designed structures that you infiltrate are full 
of sharp detail even if the graphical options are set to medium 
or low. Rings from flash grenades, surrounding enemy fire, and 
chatter over the radio all contribute to an engaging battle, too. 


Rainbow Six 3: Raven Shield is more than a worthy follow-up 
to an already outstanding series. Satisfy your hunger to save 
the world apd makeit a) 
better place by elifninat- lee 
ing the next round of 
virtual terrorists. J 


® Developed by Ubi Soft Montreal 


= Published by Ubi Soft 


GRAPHICS 5.0 


Planning your strike on a 3D map sure 
beats the old R6 flat 2D maps. Once on 
the battleground, you'll move through 
architecturally sound buildings filled with 
plenty of colorful detail. Player animations 
move like real-life SWAT and urban 


grunts, too. 


SOUND 5.0 


Nothing sounds better than the sweet 
noise of an AK-47 going off—unless, of 
course, it’s a suppressed AK-47 going off. 
Bullets ricocheting from all sides and 
friendly radio chatter create an immersive 
feel to the game. 


CONTROL 4.0 


It can be a challenging task to control up 
to three commando teams at once, espe- 
cially when it involves timed attacks, but 
the game's controls make it simple to per- 
form. The only drawback: Switching 
between weapons is really slow. 


FUN FACTOR 4.5 | 


Rainbow Six fans won't be disappointed 
with Raven Shield. Everything's been up- 
graded and/or redone to make tactical 
team gameplay as cohesive and fun as the 
series has always been. Just make sure you 
have a powerful machine to enjoy every 
aspect of the game. 


FUN FACTOR 


’ $49.99 ®@ Squad-based 
® Available now shooter 
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Recommended 
System Specs Zz 


indows 95/98/ME/2000/KP even begin to make sense —but Master of Orion 3 is still the closest you'll ever come 


DirectX 8.1 video card 


JSiIDE FROM THE cool alien portraits, the graphics are casiplctely 26 generic. 
The sounds are very forgettable, and it takes about four days before the menus 


Pentium 11 300 MHz __‘ © being the president of an interstellar political regime. 
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128 MB RAM Ch 


800 MB on HD iF his thicd a eee of the landmark, super-hardcore strategy series represents a 
philosophical shift in the way these games work—Master of Orion 3 is all about dele- 
gation and not at all about micromanagement. Move some sliders, click on some 
reports, and ee as your viceroys make almost all of your smaller decisions for 
you. Most of the game eeeiially involves you noddag yes” “after 
receiving a series of status ' pare 
reports, then clicking on 
the End Turn button. You'll 
only have to step off your 
pedestal-on-high when a 
particular planet seems 
ready to rebel, or some in- 
terstellar disaster explodes 
in your face. 

Not that there’s a single 
thing wrong with that. In 
fact, the very different 
hands-off approach is part 
of what makes Master of 
Orion 3 so appealing. While 
the game lets you tweak 
everything down to the 
particular mining projects 
on a planet's surface, the 
brilliant A.l. and utterly 
alien Star Trek: The Next 


aw i nd wane |) wmnon G : : re. (f 
Masia ok Orion a's clan ecreans ans eneration interface (for- ’ 
_— of OF i ~ ws ne wee . thi — Linas PROTID: Esastnntiy upgrade your 
loaded with charts, numbers, and stats, get everytning y ld . Ms 
ship designs and mark old ones as “ob- 
but you'll rarely have to worry about ioati a  . 
pinging eleanor aie ah a ic about navigating menus) solete.” Otherwise, your factories will 


sts are built to seriously curb keep churning out ancient technology. 


your desire to do so—leaving you free to focus on the 
larger tasks at hand, like watching war fronts and signing 
treaties with space jellyfish. Even space combat takes a 
more distant stance: You're given top-level control of 
your fleets, but individual ship control is left to the A.l. 
You're also given the option to “watch” or just let the 

computer calculate the results for you without ever 
even loading up the battle screen. 
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Win Game? Yes/No ja 
Master of Orion 3 a liberating, novel approach to turn- 
based strategy that takes some getting used to, butsome =~ eee the fet 

; é : : PROUIIP: rear the ikthui if you encounter them... 

people (including fans of classics like Star Control 2 or oy : R 
Starflight) may be turned off by the game’s laissez-faire — yourself—they’re one of the most powerful races. 
approach. If you have the — 
patience to stick with it, aka A’ = Developed by Quicksilver Software 

‘ w $49.99 = Strate 
you'll get hooked. C3 = 
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by Full Sail Graduate — 
Brian Germain 


Real World Education 


Game Design and 
Development 
Computer Animation 
Digital Media 

Film 

Audio 

Show Production 


www.fullsail.com 


3300 University Boulevard 
Winter Park, FL 32792 
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System Specs 
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GRAPHICS 5.0 
SOUND 5.0 
CONTROL 4.5 


FUN FACTOR 5.0 


(ame = —————") 


ar FACTOR 
® Developed by EA Pacific 

®@ Published by EA Games 

$49.99 ® Real-time FEEN crariics| sounn | conraon 
@ Available now strategy 


®8 players 5.0 5.0 4.5 5.0 


CONTENT RATED BY 
ESRB 
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ABS® Ultimate X3 ABS® Ultimate X7 


Antec PlusView1000AMG Case w/Acrylic Windows 400-Watt PS & Neon Light CoolerMaster Case w/Acrylic Windows 400-Watt PS & Neon Light 

New Asus P4G8X Intel E7205 Chipset Motherboard w/533FSB & USB 2.0 New Asus P4G8xX Intel E7205 Chipset Motherboard w/533FSB & USB 2.0 
Kingston 512MB PC21 00 Dual-Channel DDR SDRAM Memory Kingston 1GB PC2100 Dual-Channel DDR SDRAM Memory 

120GB 7200RPM Ultra ATA100 Hard Drive w/8MB Cache Two 120GB 7200RPM Ultra ATA 133 Hard Drives w/8MB Cache 
Pioneer 16X DVD Player and Mitsumi 1.44MB Floppy Drive Lite-On 16X DVD Player and Mitsumi 1.44MB Floppy Drive 

Lite-On 52X24X52 SMART-BURN® CD-ReWritable Drive NEC 48X24xX48 CD-ReWritable Drive 

New ATI Radeon 9800 Pro 128MB 8X AGP Video Card w/TV-Out & DVI New ATI Radeon 9800 Pro 128MB 8X AGP Video Card w/TV-Out & DVI 
Add SONY 19" .25mm 1600x1200 Monitor @$319 NEC 22" .25mm 1920x1440 Monitor 

Creative Labs SoundBlaster Audigy Sound Card w/IEEE 1394 Creative Labs SoundBlaster Audigy 2 Sound Card w/IEEE 1394 

3Com PCI 10/100 Network Card and USR V.90 PCI 56K Modem Klipsch ProMedia 5.1 THX 6-Pieces Speaker System 

Logitech Access Keyboard & Optical Mouse Logitech Cordless Duo Keyboard and Mouse 

Microsoft Windows” XP Home Edition Microsoft Windows” XP Home Edition 

Free Games: Microsoft Age of Empires II and Sierra Half-Life Free Games: Microsoft Age of Empires II and Sierra Half-Life 

Free 1 Year Onsite Service and 7/24 Tech Support Free 1 Year Onsite Service and 7/24 Tech Support 


Intel® Pentium® 4 Processor with $? 099 Intel® Pentium® 4 Processor with $3 099 
HT Technology at 3.06GHz w/533MHz FSB HT Technology at 3.06GHz w/533MHz FSB 
ABS® PCs use genuine Microsoft® Windows® 


www.microsoft.com/piracy/howtotell 
ABS® recommends Microsoft® Windows® XP 


8 a 7, y 02 m 4 4 y Please use full URL to get latest prices and special promotions. 


Sales Hours: Mon-Fri 8:30AM-5:30PM PST Technical Support: Mon-Fri 8:30AM-5:30PM PST 
1 Year Limited Parts Warranty Lifetime Labor Warranty Lifetime Toll-Free Tech Support 30 Days Money Back Guarantee 


Price, specification, and terms are subject to change without notice. Picture shown with upgraded options. ABS® is not responsible for errors in typography and/or photography. 30 days money back guarantee 
does not include opened software, parts, or special orders merchandise. Original shipping and handling fee along with return shipping charge are non-refundable. Products returned after 30 days or in a non- 
refundable condition are subject to a restocking fee. Intel, Intel Inside, and Pentium are trademarks or registered trademarks of Intel Corporation or its subsidiaries in the United States and other countries. 
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: = Developed by KCE Tokyo 
ere en = Published by Konami 
1 SDOUE® bi¥ = , p ; 
me an-.explanation! | | “eg | )\ @ Target release date: May 
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Game Boy ADVANCE 


) distanc 


A\, = Developed by KCE Japan 
= Developed and published by Capcom 2 ~~ fd = Published by Konami 


= Target release date: May Game Boy Apvance 3 we _ = Target release date: Summer 2003 (Japan); Game Boy ApvANCE 


To be determined (U.S.) 
. = OVERSEAS PROFILE 
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ALWAYS LOW PRICES. 


PRODUCTS RANGE FROM 
= Developed by Camelot Software Planning RATING PENDING +O EVERYONE 
= Published by Nintendo 


= $34.99 = RPG 
@ Available April 2 players 


t 
— we 


NNEC FOX 


CONTENT RATED BY 


MAY 2003 


PRORE Vit YVS 


Padiiereht style to the boss — 
: ss ttles. (now they’ re all 
4 fought while running at full . 
ySpeed): ‘But everything else | eet 
“ | about this Sonic is really, it 


all play ae ro es in y determining your success. 


But great board games don not neces make great mee games.. and Dungeon ee pioneers) is far more ft 


PROTIP: If the enemy has no Move- _ 
ment crests, go straight for the jugular— 
summon a flurry of Level 1 monstersto 
| - gaining time to devote to your GBA. It’s not as if there’s no battery i in the quickly get to ie enemy's Die Meier: : 
cartridge —there is. Having no “sleep” or“‘field save” option is just baffling = = = 
The graphics are very utilitarian, the only frills coming during the battle ahireacions-—and you'll 

off after your fourth game. The sound is purely 8-bit NES quality; in short, the music needs to die. The c ° = 

interface, however, is quite inspired—especially on the “dice selection” screen, which offers a very handy feature for — 

automatically selecting the best dice to achieve your goal. Still, despite the deep design peeing? in | the dunge on 

is only worth it if you have a friend with — { 

a link cable and an equal. devotion to: | 


playing the game. G 


LP Se we we 


Me Hasse) way | 


“Hours of addictive fun!” 
— Game Pro 


The greatest puzzle game of all time is back! Super Puzzle Fighter is chock full of ferocious competition, pint-sized characters and non-stop high- 


energy insanity! Stack the falling colored gems in strategic combinations. When the time is right, use a burst gem to shatter your blocks and watch 
you win! 


Mild Violence “AME ROY ADVANCE, Sf hd | 


© CAPCOM CO., LTD. 2003 © CAPCOM U.S.A., INC. 2003 ALL RIGHT RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. SUPER PUZZLE FIGHTER is a trademark of CAPCOM CO.., LTD. 
Nintendo, Game Boy and Game Boy Advance are trademarks of Nintendo. The ratings icon is a registered trademark of the Interactive Digital Software Association. 


Official Star Wars® Web Site 
www.starwars.com 


Ogee enon 


OLD 


a 
of 


©2003 LucasArts Entertainment Company LLC. ©2003 Lucasfilm Lid & TM or © as indicated. 
reserved. Used under authorization. LucasArts and the LucasArts logo are registered 


FhASA 


of Lucasfilm Ltd. Microsoft, Xbox and the Xbox Logos are either registered trademarks or 
of Microsoft Corporation in the U.S. and 


rademarks 
or in other countries and are used under license 


from Microsoft. BioWare and the BioWare fogo are registered trademarks of BioWare Corp 
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sold separately. 
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hts reserved. Microsoft, Whacked!™ Xbox, the Xbox logos, and 
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ay be trademarks of the 


osoft Corporation. All rig 
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information. ©2003 M 
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i game packaging. Visit your local retailer for more 


companies an 


IN THIS ARENA, WARRIORS ARE CREATED, 


BATTLES ARE FORGED, SMACK IS TALKED. 


e features are called out on th 


lable for all games. Specific gam 
ies. The ratings icon is a trademark of the Interactive Digital Software Association. The names of actual 


The Xbox Live™ service is the world’s first no-holds-barred, 


ultimate online arena dedicated to high-speed gaming. Jump 


from game to game and play thousands of other players 


ion in the U.S. and/or other 


using one Gamertag. You can’t do that anywhere else. 


+ Whacked!™ includes three arenas. MotoGP includes three tracks. Online game play and/or downloadable content not 


Xbox Live are either registered trademarks or trademarks of Mic 


YOU AIN'T GONNA RULE THE ULTIMATE ARENA WITH A NAME LIKE BUNNY23 


- Use your unique GamerTag to build your rep across all games. After all, 
you'll need it to grow your legend in this arena. 


THOSE VOICES IN YOUR HEAD ARE VOICES IN YOUR HEADSET 


With the hands-free Xbox Communicator, you can talk trash, call plays, 
disguise your voice, and even mute the sucker that won’t shut up. 


IT’S LIKE 50,000 OF YOUR CLOSEST FRIENDS. ONLY THEY ALL WANT TO SCHOOL YOU 
. Play your old friends and make some new ones. 


Just remember to show them who's boss. 


USE THE OPTIMATCH™ SYSTEM AND QUICKMATCH TO FIND THE PERFECT OPPONENT 


Quickly find the perfect game, with the arena and rules you choose, so you 
won't waste your time with rookies or get destroyed by grizzled veterans. 


DOWNLOAD NEW CONTENT, SO THE GAME NEVER ENDS 


Get different weapons, new characters, additional levels, and more with 
downloadable content that will extend your game like never before. 


GET YOUR STARTER KIT FOR JUST $49.99 AND ARM YOURSELF FOR ENTRY. 


$49.99* INCLUDES: 


QQ’ 1 YEAR OF XBOX LIVE SERVICE 1 nay one vow MA 
XBOX COMMUNICATOR HEADSET aoe / 


nd tetou? 
{, - a 
War —_ a 


WHACKED!™ AND MotoGP ONLINE DEMO GAMES* 


FOR THE ULTIMATE ONLINE ARENA, THERE’S NO POWER GREATER THAN X. 


PRODUCTS RANGE FROM 
EVERYONE tro MATURE 


CONTENT RATED BY 


www.xbox.com/live 


* Estimated retail price. Actual retail prices may vary. 


SNEAK 
PREVIEWS 


Goblin Commander: 
Unleash the Horde 


Zewriting the Rules of Engagement 

You may not have heard of Ron and Chris Millar...but if you’re a PC gamer, 

they probably owe you a couple thousand hours of sleep. Ron was the lead 

designer of WarCraft Il, StarCraft, and Diablo; his brother Chris worked as . i . an a aa 

producer of WarCraft Ill and StarCraft: Ghost. Now the Millar Bros. have regrouped at cles to Helifire, one of Goblin Commander's five dans, 
learned how to make glass and sniper equipment 

take on a daunting new campaign: make a new kind of real-time strategy game for notoriously non- fom the resources of their volcanic homeland. 

~~] RTS-friendly consoles—and make sure it’s actu- 

ally playable and (gasp!) fun. 

So just how will they accomplish this strange voodoo 
magic? Less complexity and more interactivity. Rather than 
selecting units by dragging boxes and assigning groups to 
hotkeys, Goblin Commander: Unleash the Horde (working 
title) will put you in control of a ghostly avatar who floats 
around the map, laying waypoints for armies to follow with a 
single button press or possessing platoons to directly control 
them in battle. There will be no peons, no harvest- 
ing, and no building construction. Instead, you will 
collect only two resources: souls, gathered by killing 
enemies; and gold, attained by smashing buildings 


Once you possess the SkullKrusher’s Troll, you can run 
around and smash buildings for gold, and gobble up : : 
enemy units for health. : and pieces of the environment. 


The Battle of Five Clans 


The single-player campaign will tell the story of a long-dead Goblin chief who yearns to reunite the 
five Goblin clans, scattered to different parts of the land long ago. While you'll have only one clan 
at your command to begin with, once you’ve conquered another clan’s lands you'll be able to add 
their units (and their unique strengths) to your army for upcoming missions. Each clan will contain 
five different soldier types with four upgrade levels. They’ll also feature one special creature (a 
club-swinging Troll for SkullKrusher, a rock-chucking Warpigpult for Hellfire) that you can control 
only through direct possession. 

Goblin Commander is currently going through the PS2 approval process and is planned for a 
late October release; the GameCube version should launch simultaneously; and an Xbox version 
should follow in early 2004 (Jaleco is investigating Xbox Live support—a natural fit for this 
kind of game). Until then, keep your eyes on these pages—we'll have plenty more on Goblin 
Commander as the months march on. 


WORLD-EXCLUSIVE 
FIRST LOOK 


Developed and published by Jaleco 


Target release date: ; 
October (PS2, GameCube); sictiaines Miiaseininaas 


2004 (Xbox) 
| : _ Mm FIRST LOOK 
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SNEAK 


Tombs Raided? Check. 


She's raided tombs, fought dinosaurs, 
uncovered hidden conspiracies, and 
saved the world, but when Lara’s 
framed for murder, can she save her- 
self? Core and Eidos will be asking 
that question in May in Lara Croft 
Tomb Raider: The Angel of Dark- 
ness. Billed as “Lara Croft -== 

as you've never seen her 
before,’ this new Tomb 
Raider promises to be 
something newer and 
darker, wrapped up with 
the good ol’ platform- 
hopping, impossible- 
gorge-leaping gameplay 
that Lara’s fans have 
come to crave. 


Lara's new friend Curtis has a gentle moment with an insane mental patient zom- 
bie. For the first time in a Tomb Raider game, you'll take control of a non-Lara 
playable character. 


Stealth Is a Verb : i 


Since Lara can’t save the day by simply jumping, 
climbing, and crawling through dank tombs, Core 
has given her a suite of new stealth-based moves to | 
get her around town unseen. Based on the preview | 
version, the new Tomb Raider is no Splinter Cell, but Lara has the ability to 

i oes a sneak around, shimmy on her belly to 
avoid laser traps, and even silently snap 
guards’ necks if she catches them un- 
aware. She's had some martial arts 
training, too: If her trademark dual 
pistols aren't subtle enough, she can 
whip out some two-fisted attacks and 
some pretty wild spinning kicks to get 
the job done. 


ae | 


Change Your Latitude 


It’s not just her moves that have changed, 
though. Rather than mansions in Venice 
or tombs in Egypt, Lara’s latest adven- 
tures will have her crawling through 
sewers or sneaking around alleyways. 
Just in case you thought Lara's glamour 
days were numbered, she will also find a 
herself infiltrating the famous Louvre in Paris, which in the preview version > 
looked sunning —especially the Mona Lisa. Dark caverns and underground | 
catacombs round out the list of places you'll drag 
Lara through this time. While the early build needed a bit of iiork and the 
controls were being tuned as of this writing, the new Tomb Raider could be 
the one to revive the franchise. 


_. @Developed by Core Design 
j y’ = Published by Eidos 
= Target release date: May 
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Power to the People. 


EVERYONE 


Harness the power of the elements, summon great forces and 
bring magic back to Weyard in Golden Sun: The Lost Age. 


Violence 


Only for Game Boy Advance. 


© 2001-2003 Nintendo/CAMELOT. TM, @ and Game Boy Advance are trademarks of Nintendo. © 2003 Nintendo. 


SNEAK PREVIEWS 


allista 


Hi CAPCOM’S HIGHLY ANTICIPATED racer is just about 
Pe Wrmnio ~~ a | ne 


ready to cruise the freeway...literally. In March, Auto Model- 
lista will charge on to the PlayStation 2 with not only a 
brand-new driving experience, but also free Internet play. 
Up to eight players with broadband connections will be able 
to race against each other online. 

At its core, Auto Modellista will be an arcade racer with 
some sim-like elements, the most notable of which is the 
ability to create your own car with over 100 authen- 
é : : tic racing parts and a personalized paint job. The visual experience, 
uae ei Sees ae eg é | however, will be like that of no other racing game. You'll speed through 
Listes aoe a MO cel-shaded environments in cel-shaded cars. There will be a total of 69 

apatime”) Poe ae ew licensed vehicles to drive, including 
classic American muscle cars by Ford 
and Dodge, and hot Japanese speed- 
sters courtesy of Toyota and Mazda. 

An early build of Auto Modellista 
played impressively. The sense of 
speed felt great, while the cars and 
tracks looked sharp. If Capcom fixes 
the sporadic frame rate slowdown, Auto 
Modellista could prove to be a success, 
both on the streets and on the (ugh) infor- 
mation superhighway. CJ 


BY FOUR-EYED DRAGON 


= Developed and published by Capcom 
= Target release date: March 


Alter Echo 


IF Devit May Cry, Tony Hawk, 
and the Atari 2600 game Surround are 
anywhere on your game shelf, try this: 
Put them in a blender, throw in some 
alien’s internal organs, and press “puree.” The result will likely 
resemble Alter Echo, a curious sci-fi action game that will leave 
as many players utterly enrapt as it will thoroughly confused. 

The game’s premise is built around the Polysuit, a piece of 
super-garment that lets the main character morph between a 
sword-slashing human, a gun-toting “mech,” and a stealthy lizard-dog at will. The coolest moments in the PS2 preview 
build revolved around building juggle combos into these transmogrifications—smack an enemy upward with a vertical 

feo gm] sword slash, then turn into a giant and keep him airborne with your laser 
rifle...and keep it going ’til you run out of thumb fuel. Equally cool—but far 
more out-there—were the “Time Dilation” special attacks, which launched 
you into a grid-based mini-game in which you had to connect key points and 
avoid your own trail in order to launch into physics-defying super-combos. 
Weird, yes—but very novel, too. 

Right now, the game’s fixed camera makes it hard to see some enemies, 
and the animations and textures are a little primitive, but those things could 
het be growing pains. Expect the Xbox version to up the graphical ante even 
more. There are some really neat 
(and innovative) ideas at work here — 
hopefully enough to make Alter Echo 
sustain and reverb. 


Bullet(3}) + Grenade + Bullet(1} 


BY STAR DINGO 


= Developed by Outrage 


= Published by THQ 
= Target release date: Summer 2003 
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SNEAK 


ATELINE: DEARBORN, MICHIGAN, today. When the infa- ~~ ee See fo something 
mous tape recording of incantations from the Necronomicon ex so. € C~ a with 

Mortis tome is played on live TV, demons rise from the bowels of 

Hell in Evil Dead: A Fistful of Boomstick, an all-new adventure 

based on the horror film trilogy. Again it falls on the reluctant 

hero—ex-S-Mart clerk Ash—to stem the tide of cackling deadites 
by blasting, immolating, dismembering, and decapitating them with 
shotguns, dynamite, and, of course, his trusted chainsaw. The pre- 
view build of Fistful showcased enough action and gore to sate fans 
of the films; Ash could bust out killer attack combos and even shoot 
encroaching ghouls from behind the shoulder. The graphics, how- 
ever, were blocky and cartoonish, which looked odd given the 


game’s macabre nature. Hopefully, they're still in progress. G} 


= Developed by VIS Interactive 
= Published by THQ 
= Target release date: March 


PLAYSTATION 2 


ITH RPG ELEMENTS 
like upgradable trucks, char- 

acter interaction, and branch- 
ing paths, Big Mutha Truckers 


is carving its own niche in 
the scantly populated truck {fom 
racing genre. As one of four (: )) 
offspring of a backwoods 


mutant matriarch, you have 

60 days to race from city to city and earn enough cash to take 
over the family trucking company. In the preview version, players 

had to contend with the weather, rival truckers, and shotgun- 

packing bikers en route to their destination city. Upon reaching 
==" said city, drivers could shop around for such cargo 
eF8a™| as livestock and fuel, repair or augment their rig at > Areal college degree, focused 


a garage, or play the slots for some extra cash and on advancing technology. 
7 a shoot the 


breeze with 
locals in the 
neighbor- 
hood bar. @ 


See over there, where it 

looks like nothing is going on? 
That’s your future 

if you just sit there. 


Available on campus or online, 
right where you’re sitting. 


BOBEIE-SUE WINS OIL WRASSLIN MATC 


ae 


BY PONG SIFU 


= Developed by Eutechnyx 
= Published by Empire Interactive 


paced Learn more. 
www.uat.edu or 800.658.5744 


mTarget release date: Spring 2003 
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SNEAK 


OU'VE ALL SEEN 
the footage —everyday 
kids flying off rooftops, 
smashing each other 
with chairs, or tossing 
each other onto flaming tables. Now Eidos brings the contro- 
versial “sport” out of the backyard and into your living room in 
Backyard Wrestling: Don’t Try This at Home. 

If you haven’t heard of Josh Prohibition, M-dogg20, or Madman 
Pondo, you will. Backyard Wrestling will feature characters based 
on real-life backyard wrestlers and grapplers from Insane Clown 
Posse’s wrestling fed, the JCW. ICP’s Violent | and Shaggy 2 Dope 
will be playable characters in the game as well, so you can finally 
live your dream of beating the hell out of them, too. 

Beyond just the sensational theme of the game, Backyard 
Wrestling promises to be a different kind of wrestling title than 
you're used to. The arenas will be fully interactive, filled with 
weapons and hazards (anything you see in a level can be used 

: ' ] against your opponent), 
and the fighting system will rely on timing more than bashing buttons. Be 
sure to keep an eye out for more on Backyard Wrestling: Don’t Try This at 
Home as it nears release this summer. @ 


BY D-PAD DESTROYER 


= Developed by Paradox 
’ = Published by Eidos 


= Target release date: Summer 2003 


ie GaMe OVER 


O YOU CONSIDER yourself a “hardcore” gamer? Do crowds 
form whenever you visit an arcade? If so, then you were practically 
born to play Ikaruga—a classic-style vertical shooter that’s impossibly 
beautiful and endlessly challenging. The GameCube preview version 
was so hardcore, in fact, that it even had a vertical display mode 
so you could turn your TV on its side for that true arcade feel. 

Ikaruga’s underground popularity stems from one simple innovation— 
all enemies and bullets are colored white or black, and you can switch your 
ship's color at will. You absorb bullets of like color instead of taking damage 
area from them; these bullets 


16 a eS eo 
| can then be launched as ae wi eg | 
a4 : yee = AA | a screen-clearing set of t ii ‘ 
guided missiles. b : % 
| Got that? Great. Now, H : pe 
' i | add to this the mee ent H : 
H | ~~ can destroy chains ae ee : 
i | like-colored enemies for — Luss 
| " | progressive bonuses—the only way to get very high scores in the 26 
a | sj | game. The result is a shooter that feels more like a puzzle game at 
cami eo Wa \ a spots; you'll be playing over and over to find new ways to maximize 
ia ie your bonus. You can even send your - 
e *. best scores to the world ranking on : 
Atari’s website for eternal posterity—or, 4 
more likely, eternal embarrassment. C3 : 
gum 


BY FENNEC FOX 


me sen sab Aish min epi. 
peal Ned late eke tie? bn bsnl i han 


\ @ = Developed by Treasure 
“Ve @ Published by Atari 
™ Target release date: April 


Be Re ee i ee ae 


GameCuse 
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/HAT CAN BE more finger numbing 
than a classic 2D infinite-combo beat-em- 
up? Try a 3D infinite-combo beat-em-up 
named Chaos Legion with the emphasis 
on chaos. In fact, an early build of Chaos 
Legion packed plenty of action; players 

gaageay could deliver powerful attacks using simple but- 
| ton presses against a bevy of scary-looking mon- #3 
sters. But the fight won't be a solo jaunt: Chaos ' L 
Legion's highlight is the ability to summon an _ 
attack element (basically, a big spirit brute) who will be your 
partner in crime as you fight evil across the land. Though the 
battle system was intact in the preview version, the graphics 
needed much improve- 
ment. Still, if Capcom 


stays on track, look for 
Y ” -'° “x 4) Developed and published by Capcom 
some nicely controlled af te . : * = Target release date: July PLAYSTATION 2 


chaos this summer. [3 


BY FOUR-EYED DRAGON 


}UST IN TIME for the hot summer days, THQ’s acclaimed 
jet-skiing game is aiming for another fun splash. For the sequel, 
Rainbow Studios has opted for a bigger and more exciting ex- 
perience in the water, promising the kind of thrilling ride you'd 
expect at a theme park. Splashdown 2 will feature 20 gigantic 
indoor and outdoor courses consisting of triggered events and 


changing paths. You can also expect the original game's famous- 


looking water, which will now roll into bigger waves, swift cur- 
rents, and downhill rivers. You'll be able to perform 75 tricks, 
thanks to a new stunt-chain system, 
while trying to maneuver your water- 
craft that’s governed by realistic physics. 
Are you down for another splash? G 


BY FOUR-EYED DRAGON 


™Developed by Rainbow Studios 
= Published by THQ 
= Target release date: June 


PLAYSTATION 2 


HE FUTURE OF the 41* Millennium looks grim. Conflicts between Space 
Marines, Imperial Guardsmen, Orks, and Tau warriors are never ending—and 
you're stuck right in the middle. In this first-person shooter, you'll take the role 
of a young Tau warrior who must battle a mysterious force, The Imperium, while 
trying to manage relations with the feuding clans. An arsenal of 15 deadly weapons 
will be at your disposal as you traverse 


17 nightmarish-looking a ha | “ae 7 ie = 


levels filled with twisted ° = 
characters and menacing far Py : 
<==! war machines rampaging a) 
the lands. Plus, up to four go 
friends will be able to lib- a . 


erate each other in multi- eee ae 
player action. A dark, : te . ee ee eee Sie: 


BY FOUR-EYED DRAGON 


dismal world awaits your 
heroic deeds, young war- =m Developed by Kuju 


rior, this fall. ZF ie Fe Published by THQ 
» ™ Target release date: Fall 2003 


PLaYSTATION 2 
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AKING PLACE ONE year after the events of de u upcoming fi film 
by Ang Lee, Universal Interactive’s The Hulk will pit the jade giant 2 
against the Leader, a power-mad super genius hell-bent on taking over ie 
the world with a massive horde of gamma-radiated creatures. Granted, = 


pat} 


the Green Goliath may not have had the best video game track record, 
but Universal Interactive may break the trend by offering two distinct 
styles of gameplay. Not only will you make the heavens tremble as 
the Hulk, but you'll also play as Bruce Banner and use a combination of brainwork and stealth to 
infiltrate military installations and the Leader's secret base. 

Fully destructible environments will crumble beneath Hulk’s all-powerful fury, while trucks, cars, and tanks 
can be picked up and used as weapons. In addition, earth-quaking super attacks ripped right from the comics, 
such as the Sonic Clap and Gamma Slam, will be at your command to help crush gamma-augmented fiends 
like Flux, Rampage, and Half-Life. Cast members of the film, including Eric Bana, will be doing vocal chores 
for The Hulk, which will be 
released before the feature 


film this summer. (Gr) 3e = Developed and published by 
AGI Universal Interactive 
Note: All screens shown here are N/ Rates Sects 


= Target release date: May 
from the Xbox version. 


BY PONG SIFU 


S LEAGUE PARTICIPANTS 
vie for top-dog position, friend- 
ships will be made and broken, 
alliances betrayed, and gravity rent 
asunder by turbo-powered demon 
bikes in Acclaim’s story-based racer, XGRA. In the year 2025, the Extreme Gravity Racing Association is 
established to regulate the world’s gravity racing events. XGRA will combine the weapon-based futuristic 
racing of games like Wipeout Fusion and Extreme G3 with NASCAR-style commentaries, career-building 
elements, and ese histories. Players will also be offered transfers and contract hires, depending on 

75) how well they perform. The game's death-defying courses will be interactive 
and destructible, while realistic bike models and crash damage will enhance 
the fast-paced action. XGRA ships for all major consoles this summer. 


Fates ERE LENNIE. | EEA SNORE “oh 


La 


Note: All screens shown here are from the Xbox version. 


BY PONG SIFU 


= Developed and published by Acclaim 


= Target release date: Summer 2003 PLaySTATION 2 GameCuse 


ODEMASTERS’ UPCOMING PORT Of its award-winning PC title will put players 
in the role of a NATO private caught in the middle of a bloody conflict between 
the Soviet regime and a clandestine resistance force against the backdrop of the | 
Cold War. Operation Flashpoint: Cold War Crisis’s squad-based gameplay will swap | 
between first- and third-person views, enabling players to pilot air- and ground-based | 
military vehicles like the UH-60 Black- 
hawk helicopter, A-10 
Thunderbolt jet, and 
SCUD launcher. The 
console version will 
also feature an all-new 
campaign that takes 
place years before the 
events of Cold War 
Crisis, as well as a mis- 


AS sion editor that lets yy! = Developed by Bohemia Interactive Studios 
se wre = Published by Codemasters 


‘| you create and share 


— = : \ 7 fae) = Target release date: 
Ne ; i . Sa your own missions. (Gr) “AW Third Quarter 2003 
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CTIVISION’S O, ACTION-SPORTS Series is due for a recharge— 
and the largely unexplored sport of wakeboarding could be just the jolt 
it needs. When it hits the PS2 and Xbox, Wakeboarding Unleashed will 
feature the trappings you'd expect: seven pro riders, nine big levels (plus 
two competition stages), and tons of off-the-hook tricks to perform 
while being dragged through the water at 60 frames per second. The 
early PS2 build felt rock-solid, offering sharp controls combined with 
excellent water visuals and physics. What shone brightest, however, were 
the nna gameplay qualities, such as ditching the tow rope to freestyle 

a through secret areas and grinding a 
rollercoaster track. Two-player co-op 
mode was also a blast, so this wave 
looks like it will be worth catching. J 


FROM NOSE SUIDES 


Ary 


__ ™Developed by Shaba Games 
#° =Published by Activision 
= Target release date: June 


PLAYSTATION 2 


EFORE THERE WAS Sonic...before there was Mario...there 
was Harry. The star of the Pitfall series is coming back to consoles 
with a new visual look and a new take on character control. Pit- 
fall Harry (the game, not the guy) will utilize a new “Direct Con- 
trol” system, where each analog stick controls one of Harry's 
arms. You'll be able to grab a torch and illuminate whatever part 
of the cave you need to see; wield twin pickaxes and scale a wall of ice; 
and even jump into a rubber raft and use your hands to paddle yourself 
downstream. The cartoonish, stylized look is already causing a stir, but 

Activision thinks the clever controls, a solid 

plot, and a “quasi-realistic” approach to the 
= environment will truly make Pitfall Harry a 
ry success this fall. (Gr) 


< * 


Pr BY BAD HARE 


<9 
yy) wag 


™ Developed by Edge of Reality 
= Published by Activision 
= Target release date: Fall 2003 


PLAYSTATION 2 GameCuse 


OME TIME IN the near future, a 
hostile race of aliens invades Mars... 
making the angry red planet just plain 
mean! Enter E.Z. Wheeler, a Radical 
Tactics Expert (RTX) who's sent in as a one-man wrecking crew 
to save the Martian colony, Red Rock. Wheeler's packing an 
artificial limb that’s part bug-zapper, part Swiss Army tool (never 
call him “one-arm”). He also sports a special robo-eye that in 
the previews x build enabled you to quickly scan for life signs, elec- 3 

: trical activity, or heat signatures. RTX will Naas 10 expansive bess dé 
signed to represent real-life Martian landscapes. The early version enabled 
you to spy on alien outposts and explore terrain via remote-controlled robot 
rovers and alien spacecraft. RTX looks like it’s armed and dangerous. J 


BY BROTHER BUZZ 


%) ™ Target release date: May PLaySTATION 2 
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Do 
Then we 


Maximize your video gaming fun! Make the right 
purchasing choices by knowing exactly what 
kind of content is inside each game. 


9) PlaySmarkt 


The ESRB Ratings Guide 


The interactive electronic enter- 
tainment industry utilizes a volun- 
tary rating system developed by 
an independent organization— 
the Entertainment Software Rating 
Board (ESRB)—so consumers 
know what to expect before buy- 
ing a video or PC game. The fol- 
lowing is a quick key to the most 
common ratings; for a complete 
description, check out the ESRB’s 
website at www.esrb.org or call 
800/771-3772 for more information. 


EVERYONE Titles rated Everyone (E) 
have content suitable for 
persons ages six and 

comer are older. These titles will 

appeal to people of many ages 
and tastes. They may contain 
minimal violence, comic mischief, 
or crude language. 


TEEN Games rated Teen (T) 


are suitable for ages 13 

and up. These games 
cmarecoer §COUIG have violent con- 
tent, strong language, and/or 
suggestive themes. 


mature Games rated Mature (M) 
, are appropriate for older 
gamers, generally 17 and 

common UD. Mature-rated games 
may contain more intense depic- 
tions of violence, stronger lan- 
guage, and, on rare occasions, 
sexual themes. 


naring pews ~The Rating Pending (RP) 
\\"4 icon may appear in early 
meee] reviews of soon-to-be- 
£'$me released products. Look 
_ for the actual ESRB rating icon on 


i >» 
GamePro understands that par- 
ents care about the content of 
the video games their children 
play. That’s why every review 
printed in our magazine and 
posted on our website lists the 
ESRB rating. Below, we’ve cir- 
cled this rating in a sample re- 
view box to help readers locate 
it throughout GamePro. 


Note: Previews do not carry an ESRB 
rating as games are often not rated until 
they're ready for review and purchase. 
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| the brutal nature of its one-on-one 


Clock Tower 3 
By Capcom 


MATURE 
® 


Clock Tower 3 is a horror game, 
and as such it has some pretty in- 
tense scenes of violence and gore. 
There are light occult aspects to 
the story, but the main protagonist 
roots out evil and helps rampaging 
spirits rest in peace. 


Red Faction Il 
By THQ 


MATURE 
@ 


Red Faction II erupts with 
over-the-top gunplay—it's the 
sort of game where the player mows 
down countless hordes in the blink 
of an eye. The gore factor is also 
pretty high as the game includes 
puddles of blood and dismembered 
body parts. It’s not appropriate for 
either younger gamers or the faint 
of heart. 


Tao Feng: Fist of the Lotus mature 


By Microsoft 


Tao Feng earns its Mature rating from 


fights. Limbs can be broken, bruises 
are visible on bodies, and copious 
amounts of blood fly after a char- 
acter is struck. 


ve 


Note: Some box art may not display final ESRB ratings. 


MATURE 


There’s some scary imagery—the 


CONTENT RATED BY 
game does deal with demons taking seer > 
human form and whatnot— but . —_ 
mostly it’s Mature because of the 
combat, which features big knives, 
blood, and some vicious finishing 
moves. The opening cinema features 
a decapitation, so that kind of sets 
the pace, but the plasma spillage is 


not over-the-top throughout. 


Resident Evil 2 
By Capcom 


Resident Evil 2’s graphic violence 
includes busting up human-like zom- 
bies to mulch with high-powered 
guns and other stinging weaponry. 
There isn’t a shortage of blood, 
either, whether it’s squirting out of 
a decapitated body or smeared all 
over a reanimated corpse. The im- 
agery in the game can be dark and 
a bit morbid at times, too. 


Note: This description also applies to Resident 
Evil 3: Nemesis for the GameCube. 


MATURE 


Zone of the Enders: 
The 2°¢ Runner By Konami 


Hideo Kojima’s Zone of the Enders 
features a long, convoluted tale that 
may go over the heads of gaming 
tykes. There is some graphic vio- 
lence, and characters die. In addi- 
tion, some may get a bit grossed out 
by the game’s...er...anatomically cor- 
rect mech designs. 


HE Ind RUNNER 


LONE OF THE EN 


ESRB RATINGS FOR ALL GAMES REVIEWED IN THIS ISSUE 
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J co PRoREVE 


& Tom Claney’s 
-_ 


PROTIP: Executing a perfectly tiened ack at fire extinguishers and gas containers 
EST EASY, PLAYSTATION 2 gamers. The National Security will incapacitate any unsuspecting soldier. 


Agency's best and brightest operative perfectly delivers his now trade- 
mark action on the PS2. Expect to follow his footsteps late into the night. 


Sam ft Am 
Splinter Cell’s tale of covert intrigue is as engaging as reading a Tom Clancy novel. You play as Sam Fisher, 
an NSA agent who uses his military prowess and stealthy maneuvering to uncover a terrorist group's agenda 
that threatens global stability. Your primary objective is to infiltrate highly secured buildings and collect 
top-secret information. Of course, what happens during your missions is what makes this game so fun. 
Playing as this not-so-distant-future spook, you must keep your cover in the shadows 
_ while remaining ever vigilant if an enemy spots you. Right from the start, you'll feel at ease 
with both of these styles—sneaking around and keeping quiet is as exhilarating as taking out ee 
armed baddies. An intuitive button configuration also allows for easy access to the latest wren temamneatta eneaa neo 


| hi-tech devices, including binoculars (new to the PS2 version), night- and thermal-vision pROTIP: Wait until the conversation ke ora 
goggles, and a rifle that shoots both lethal and non-lethal rounds. two people before moving. You'll be able to hide 
i better, plus you'll usually get a good laugh by listen- 
, Green Optics and..._Blam! ing to the humorous chatter. 


: } An outstanding visual and sound package contributes to Splinter [INS as 4.5 


Cell’s realistic feel. Although the PS2 game doesn’t produce the Splinter Cell’s dynamic lighting creates 
same graphical quality as the Xbox version, it still packs a visual shadowy and realistic settings through- 
punch. An impressive lighting engine enables Sam and the rest out the game. Also, character anima- 
of the game's characters to cast their own shadows. The dy- tions of both Sam and hostile forces 
namic lighting also plays a bigger role in that it makes the envi- move with military zeal. 
ronments seem much more realistic. Indeed, it really does feel 


like you're scaling existing buildings with armed guards patrolling SOUND 5.0 


r beneath you or running through actual hallways lined with win- You can’t get any better than the well- 
i dowed offices and cubicles. Superb voice acting, perfectly timed | known deep, raspy voice of Michael 
wag changes in the music, and explosive sound effects complete the —‘'ronside for the main character. A 


change in music skillfully increases the 


awesome gameplay experience. 
tension in tight situations, while the 


Playland Sec urity library of sound effects ring in tune with 
There are two gripes to this otherwise stealthy masterpiece: As __ the entire feel of the game. 
in its Xbox counterpart, the PS2’s levels are designed for you to 

: : ’ 3 CONTROL 4.5 
move in only one direction—you can’t explore or take different 


The preset button configuration feels 
comfortable, enabling easy access to 
your inventory of survival equipment. 
The analog sensitivity allows for 
smooth movement and clean shots 
while taking aim. 


FUN FACTOR 5.0 


While the PlayStation 2’s levels are 
noticeably shorter than those of the 
Xbox version, their design hasn’t 
changed, and the overall gameplay re- 
mains completely intact, making this 
game a wonderful adventure within the 


paths to fulfill your objectives. Plus, except for the new level, all 
the original areas from the Xbox version have been disappointedly 
. | shortened. Still, these are minor ane that can easily be forgot- 
MM ten. Fortunately, Splinter 
Cell has blown its cover 
in the otherwise super 
secret covert world of 


PROTIP: Fire off one foil i to stun a soldier, 
then immediately run up and give him an elbow to 
the head. You'll save precious foil rounds and, more ; 
importantly, attack silently. espionage. G 


PROTIP: You must, at all costs, con- 
ceal fallen bodies or else the alarm ; 
system will go off. Hide them in empty 0m Clancy universe. 
rooms with the lights turned off or in 

a dark corner. 


FUN FACTOR 


. . a sma ERIE _ oe ae Developed by Ubi Soft Shanchai 
PROTIP: At the end of Abattoir level, PROTIP: Shoot out nearby cameras Pg a sae i : a “ — ee 
mo ublis y 


after taking out the grunts and the before taking out soldiers. That way, no myer ee 
General, flush out Grinko by tossing one will see you or the results of your ’ a er me 
a smoke grenade. outstanding people skills. mmieteiddin ies piayer 
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The original raider retuug'= “atbai —. aaah adventurer. 
Daring rogue. And the most butt-kicking archeologist the world 
has ever seen. Punth, whip and kick your way through Nazis, 
assassins, mystical warriors and the Asian underworld, and see-if 
you have what it takes to unearth ‘the Heart PLE the Dra 


PlayStationee 
_ CONTENT RATED BY = 
ESRE™ wh oe 8 ; es | 7 
©2003 LucasArts Ealeriainment Canna LLC. ©2003 Lucasfilm Ltd & 7M or @ a8 indicated Al tights resaniell Used under authorization. LucasArts and the LucasArts Official Indiana Jones website 
logo are registered trademarks of Lucasfiim Ltd. Microsoft, Xbox and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation in the US. www indianajones.com 


— / of in other countries and are used under } license from agit Sige and the PS Family y le are = trademarks of Sony Snot? Entertainment inc. 


ef PLAYSTATION 2 PROREVIEWS 


PROTIP: Reversals are the key to win- 
ning in Def Jam. The A.l. is incredible 
at reversals, so you have to be just as 

good to win. 


PROTIP: Perform holds as far from 
the ropes as possible. Ropebreaks end 
the hold before full damage is done, 
and they give a huge momentum 
bonus to the victim. 


interrupt pins but not KOs. 


“WER TABUSJE 
Ok 
Tain 


PROTE 

opponent is in “Danger.” Use it before 
then, and your foe can recover, but 

Blazin’ moves + Danger = instant KO. 
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PROTIP: in Story mode tag-team matches, concen- a 
trate on one opponent as much as you can and es 
go for the big Blazin’ KO. Your foe's partnercan = _~ 


i HE RETURN OF wrestling’s best game developer. The emergence of 
a wrestling game without the burden of WWE. EA's decision to take 

a little risk. The convergence of all this is Def Jam Vendetta, a game that 

is at once the best wrestling game in years, an awesome show- 
case for some damn good hip-hop, and an 

example of what can happen when a game 
company takes a chance. 


~ TIME TO THROW SOME “BOS 
Vendetta casts you as a street fighter 
in the inner city, where brawlers clash for 
cash, groupies, and bragging rights. D-Mob, the fictional leader of the under- 
ground, has assembled some of Def Jam Records’ most popular 
artists to rule the ring on his behalf, and you have to beat them 
down to reach the top. Along the way, you'll get involved in 
some tag-team drama and girlfriend trauma, unlocking playable 
characters, outfits, and galleries as you go. 

DJV speaks to a problem in the wrestling genre —the 
whole thing has gotten stale, and it’s time for some new 
blood. EA snagged AKI, developer of the awesome N64 
WCW /W WE titles, to make Def Jam a contender. The 
result is a wrestling game that’s fun, exciting, and eminently 
playable—one that makes the most recent WWE games look 
| like patty cake in comparison. 


LUBACRIS SPEED 
Style is a huge part of why Ven- 
detta succeeds. The characters, 
arenas, moves, and taunts all invoke an 
urban feel that screams Def Jam while 
proving that you don’t need Y2J and 
The Rock to make a compelling 
brawler. Tracks from Def Jam 
Records’ stable of artists pound 
___all over the game, and though 
> they repeat a bit too much, it’s 
- hice to have great music playing 
during a beat-down. 
j DJV’s other high point is the 
= way it plays. Strikes, grapples, and 
reversals seem perfectly balanced and 
easy to do, and every match is exciting 
and gripping. What's more, the matches 
~ seem to make sense —dquick series of 
moves will wear a guy down, but give 
him a chance to rest and he’s back, al- 
most as good as new. The game's A\l. is 
cheap, to say the least (there’s one throw 
that’s reversed 100 percent of the time 
by computer-controlled opponents), but 
multiplayer is a blast. 


JEM ONebT 
Finally, a wrestling game that doesn’t 
require a WWE Fan Club member- 
ship to enjoy. If you like hip-hop, 
~ “| brawling, or just good games, go get 
> HEAD HEALTH , 

———| Vendetta now. 


AS 
see 


vo 


sang io e 


PARINTAJ ARVISORY 
TASIIASON 
al 


PROTIP: When a particular body part's 
health is low, perform a hold that tar- 


gets the weakened part; if the opponent 
is in “Danger,” he'll submit. 


Published by EA Sports Bi 
$49.99 


Available now 


Fighting 


BY D-PAD DESTROYER 


84 


Eee ma} ” *. 
EE 9 2 : ; 


PROTIP: Ludacris is an important character in Story 
mode. Not only is he a benchmark of difficulty, but 
he’s also the last guy you need to beat to completely 
open up your girlfriend's gallery. 


4 player 
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girlfriend fights, so if you're trying to 
unlock a particular gallery, make sure 
you keep winning with the right girl. 


— 
inion aaa 


GRAPHICS 4.5 


Stylish and cool, Def Jam's graphics per- 
fectly call out the attitude and groove 
of hip-hop-based brawling, and nearly 
flawless character models and animation 
only make it better. Only blockiness and 
jagginess threaten the otherwise per- 
fect score. 


SOUND 5.0 


With a soundtrack full of actual Def Jam 
artists and voice acting that ranks 
among the best in the business (shout 
out to D-Mob), Vendetta means happi- 
ness for your ears. _ | 


Everyone uses the same button presses 
to perform moves, but the move lists 
are different. There’s depth here, 
mostly in reversal timing, and AKI's 
wrestling system is the best on the 
planet, bar none. Oh, and AKI: Stop 
with the button-banging, please. 


FUN FACTOR 4.5 | 


“Solid and challenging” A.l. will make 
you go through three or four PS2 con- 
trollers before you're all done. The 
huge character list and perfectly brutal 
brawling makes DJV a great multiplayer 
game. Create-a-Wrestler would have 
been nice, though. | 


FUN FACTOR 


Developed by AKI/EA Canada 
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XBOX INTRODUCES 


FLAT INUIM i I= 


Mm xeox Fe rr JR XBOX gal i Pas xeox eo A xe0x 


= PLATINUM HiT gas] faci Slide da Hit Bs = PLATINUM HIiTs— = PLATINUM HIT eg 
pb ‘ - seemessnniiie eens a 2. ~~ _— 


BEST-SELLING GAMES ON XBOX 
FOR _— a 99 EACH 


PLATINUM Hite: FL A A) Ae cS PLATINUM HITS 


we } 


i am 
we oTOnYy: rer "S| 
JERO SKATER: 


TELL YOUR GIRLFRIEND WE’RE SORRY 


There are 3 things gamers shouldn't be without— cheese balls, some friends, and a solid library 
of video games. With Platinum Hits, you can stock up on best-selling Xbox” titles, such as Project 


Gotham Racing, Max Payne, and many more, without breaking the bank. Once you've got a nice 


stash built up, you won't have much time to miss her anyway. 


PRODUCTS RANGE FROM 
EVERYONE to MATURE 


CONTENT RATED BY 


8 ‘Estimated Retail Price. Actual retail prices may vary. 


@a— PLAYSTATION 2 PROREVIEWS 


awh 


PROTIP: To ente 


r the Ferai Great 
Temple, collect enough energy for 
Scree to possess the statue at the 
entrance and then shine the light on 
the door’s sreen gem. 


( 7 HE THOUGHT ofa hot chick turning into a bloodthirsty 
demon sounds wicked, then Primal might be worth a look. Too 
bad the slow pace of the gameplay hobbles the cool concept. 


STRANGER IN A STRANGE LAND 


Jennifer Tate hasn’t had it easy lately. When a demon attacks her rock star 
boyfriend, she winds up in the hospital and a stone gargoyle named Scree 
splits her soul away from her body, then spirits it off to the Nexus—a sort 
of interdimensional energy crossroads. Once there, not only does she get 
sucked into a literal power struggle against the evil Abaddon, but she also finds 
ut she’s half-demon and can transform into a creature of carnage at will. 
wever, Jen’s troubles aren’t as numerous as the ones faced by gamers. 
layers must alternately control both Scree and Jen—neither of 
vhom moves very fast—leading to a disappointingly slow pace instead of a 
wild ride. Constant recharging of Scree’s mojo batteries and is-it-my-turn 
enemy A.|. don’t help. Even though Jen can transform into four different 
demons over the course of dozens of hours of gameplay, combat moves feel limited and the slayage just isn’t 
: Satisfying (bloody finishing moves notwithstanding). The poor pacing denies a cathartic release and the free-floating 
era must be wrangled during battle. 


_IN THE NEXUS, NOBODY CAN HEAR YOU STREAM 


However, the world itself is a knockout. From softly falling snow to extremely detailed creatures, Primal’s visuals 
really make other PS2 adventure games look like slackers. The non-skippable cinematic sequences suffer from the 
same over-gesticulated animation as those of the GTA series, but they're all rendered on the fly, which is great for 
story continuity as well as load times. In fact, there are almost no load times where you'd expect there to be major 
delays. Sony has this streaming thing down pat. 

Unfortunately, the core gameplay is less smooth. In addition to the clunky combat, many gameplay goals 
are accomplished via a learn-by-doing method that lends itself to a lot of aimless wandering 
and map checking. However, the game does obey real-world logic, such as climbing 
steep drops and walking more slowly through water—stuff most games ignore. 


BORN TO 
RE MILD 


No doubt some gamers are 
going to dig Primal’s high-dark- 
fantasy concept enough to put 
up with its deliberate pace—plus 
the game is impressively long. 
Those looking for a game instead 
of a movie, however, will prob- 
ably find more aggressive (but 
less gothically pretty) chal- 
lenges elsewhere. (J 


Pes 


PROTIP: Whenever you’ 


only light Jen will get. 


= 


_ one Published by Sony 
PROTID: Make sure Scree 


$39.99 


Available now 


PROTIP: Often, the best combat plan is to block 
with R1 and then immediately counter with an attack. 


re able, make PROTIP: in accordance with video 
Scree grab a torch. Sometimes, it’s the game law, break all barrels and similar 


Developed by Sony Studio Cambridge 


Action/ 
adventure 


objects you may find: loadstones and 
energy are sometimes contained within. 


GRAPHICS 4.5 


Primal is definitely a hottie in the visuals 
department—details like trees that flut- 
ter in the wind, good lighting effects (in- 
cluding Jen’s shiny shirt), impressive facial 
expressions, and an overall sharp pres- 
entation make it one of the prettiest 
dark games you're likely to find on the 
PS2. Shame about the combat camera. 


SOUND 3.5 
Decent voice acting and a dark, orchestral 
soundtrack set a dramatic mood, but it's 
the subtle ambience, such as birds cawing, 
that really show the detail. The heavy- 
metal-guitar fight music, however, sounds 
hopelessly generic and out of place. 


CONTROL 3.0 
All those buttons on the Dual Shock, 
and gamers are left to hit a few shoulder 
triggers for combat. It’s adequate but not 
optimal, and really makes the combat 
sections feel tedious. Also, the slow 


pace of gameplay and frequent travel- 
, ling scream for a run button. 


3 FUN FACTOR 3.0 


___ With a swifter pace and less bor- 
* ing combat and puzzles, Primal 
» could have been an evolutionary 


__+ step for the genre. But with too much 
** "attention on a movie-like story line, ex- 


_ Citing gameplay got the shaft. 


FUN FACTOR 


power from fallen enemies 
ery battle-you'll need it. 
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KON 


”_ INCLUDES 
THREE LIMITED EDITION 


ad was wise in susmanie 


eh 


2 unique campaigns to 
undertake in the quest for 
the Legendary Rose Cards 


z P —— e 
EE ae BD. the 


See full 3D versions of over 850 
cards battle on the Duel Field 


Card Movement Battle 
System introduces new and 
more advanced strategies 


a 
Se 


The Fate of the World is 
in Your Hands 


The balance of power is at stake. Will you choose to side with Yugi 
to reclaim the throne of England or join Seto in his attempts of 
world domination? The creation of your deck is more important 
than ever with the addition of all-new 3D battle systems, enhanced 
fusion and effect systems, and dozens of dueling locations. The 
most advanced Yu-Gi-Oh! game ever comes to the PlayStation®2 
computer entertainment system! 


EVERYONE 
Mild Violence 
: © 1996 KAZUKI TAKAHASHI 


Konami and "The Duelists of the Roses" are trademarks or registered trademarks of KONAMI CORPORATION. ©2003 KONAMI CORPORATION. "PlayStation" and the "PS" Family logo are 
registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All rights reserved. 
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FJ Cc pLaysTaTION 2 PROREVIEWS 


PRGTIP: Only shoot at Chopper when 
he is stunned; otherwise, he'll side-step 
CLOCK TOWER 3 breaks away from the campy feel of previous your attack. 


installments and matures into a solid horror experience. The 
strong story and voice acting make the game a must play, but the skimpy 
replay value leaves something to be desired in a full-priced game. 


No Weapons, No Problen 

The only resemblance Clock Tower 3 bears to the games that precede it is the basic play mechanic of a 
girl with no weapons being pursued by a crazed psycho. With Capcom taking over the series, the adven- 
ture has steered — from cheap, tongue-in-cheek capers and matured into a fully realized, big-budget 
(yee 7 thriller—a little ironic since the company’s main survival/horror 
franchise is still hindered by its B-movie trappings. 

Controlling main character Alyssa is easy since she’s limited 
to walking around, using holy water, and searching for items. The 
puzzles scattered throughout the game are pretty simple, and 
the progression is very linear, but the difficulty goes up several 
notches for boss battles. It’s here that you’re given more combat |. 
options and a good deal more strategic planning comes into play. PROTIP: In the Hospital, the best place to hide is 

— ae The majority of your continues will be used here. the room accessed through this hole. 
ners pos pecans psa sor: be animation of Petr character looks great, but there are ponies wen it’s way wea bios top. mere wike, 
a sketch book, and a tougher difficulty, the visuals are clean and give off the right atmosphere. Another highlight is the game’s audio with its appropriately 
creepy background music and fine execution of dialogue. The British accent—tinted voice acting isn’t perfect but 
well done all the same, and it strengthens the story's impact. 


Mixed Terro; 
Aside from unlocking various bonuses, there aren’t many incentives to replay the game. This aspect wouldn’t hurt so 
much if Clock Tower 3 took longer to complete, but it’s relatively short and easy compared to similar games in this 
genre. Granted, of course, this is probably a good degree of length and difficulty for a mainstream audience; the story's 
heroine-empowering focus also makes it especially attractive to women. 

Despite this lack of length, horror 


PROTIP: It sounds odd, but ducking when Hammer 
Man performs his large attack leaves him wide open 
for a hit and Alyssa unharmed. 


FUN FACTOR 


PROTIP: Take a rest to lower your 2Me fans owe it to themselves to at Do Ww Developed and published by Capcom 
panic meter before venturing out of least rent Clock Tower 3 for some weed oe - 

: ee a » VallaDie NOW 
safe places. relatively original, spine-tingling fun. L | player 


Bit 


=] 1 | and melee or projectile weapons. The 2°¢ Runner also arms you 
with an insane amount of sub-weapons, like homing missiles, stun 
lasers, and decoys, to pummel Sie out of ee enemies. For PRonPre Rr cemees $e tr8 {9 form 
= : “parties” and surround you. You can 
the most part, the boss battles are also excellent. put the kibosh on their plans by going _ 
Unfortunately, The 2"4 Runner suffers from the same prob- after the commander-type first. 
lems as its. predecessor: The action gets repetitive, awkward camerawork hinders the tight controls, 
lengthy cut-scenes interrupt the action every few minutes, and the final boss fight is a disappointing 
battle of attrition rather than a clever exploitation of weakness. The 2"? Runner is also easy as hell, and 
if you're willing to skip through the cut-scenes, you'll finish the sucker within six hours. Sure: being a bad- — 
a8 . | . ass giant ninja robot rules, 
fA SS) ______}_ but when you're talking 
* : 1 4: va demace Nephi dur about $50, these things 
vol and we as ashe Shetiohe cares yu. Gam - epratcgrey C9 


FUN FACTOR 


Developed and published by Konami 


&y al $49.99 Action 


Available now 2 players 
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© Disney/Pixar. © 2003 THO Inc., THQ and the THQ logo are registered trademarks of THQ inc. All rights reserved. All other trademarks, logos and copyrights are property of their respective owners. “PlayStation” and the “PS* Family logo are registered trademarks 
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RATING PENDING 


NI Guet the game Cus May 


nt Sea it in theaters. May 30 vara com 


IF FOR SOME reason you haven't heard of this 
newlangied “Sims” game yet (“trapped in ice for 
10 years” or “came from 18" Century in steam- 
powered time machine” are the only acceptable excuses), kites 
this: This game is terribly addictive. Hours upon hours of your 
free time will be sucked into a virtual vortex, until the psycho- 
logical ramifications of what you’re doing begin to sink in... 
probably around the same time you realize the Sim you created 
in your own likeness currently has more friends than you do. 


The Sits Epidemic PROTIP: Make a Sim with ow Ne anne scores sand 
All three console versions boast new features that the PC version hire a maid. It’s cheap (easily supported by even 
didn’t: 3D graphics, two-player co-op and mini-game modes, and low-level jobs) and way worth it. 

most notably the Get A Life mode, which gives you goals and doubles as an 
excellent tutorial for the more unforgiving “classic” mode. None of these 
new features quite warrants “upgrading” to the console version if you own 
it for the PC...but for newbies, they’re fine bonuses indeed. 

There are a couple quirks in the GameCube version that make the PC 
game preferable: The “now in 3D!” graphics are polished, but the frame rate 
is jittery, and the icons and text are annoyingly small. Selecting items is simple, 
but your zoom options are limited. Plus, the “buy” menus seem a little more 
| cumbersome than they really have to be. Luckily, the delightful gibberish of 
s Simlish (Sim-speak) and 1950s happy-home music are entirely intact. 


This is as far as you can zoom in on 
the action (kinda lame). 


} fant UL ‘| 1 tn Pt crt 


PROTIP: in Get A Life mode, be 
selfish. Don't worry about the other 


Life an d How To Live It | | | Sims you have control of, just focus 


Supa on your own character's tasks. 
The Sims is great, no matter what sys- 
tem it’s on. In terms of interface, the 


PROTIP: Combine tasks to ae mul- 


FUN FACTOR 


tiple needs at once. Watch TV to satisfy —_— se es = Developed by Edge of Reality/Maxis 
your Fun need; call over a friend to _-PC version is still champ... .but if the SAGER == Published by EA Games 

watch, too, and improve your relation- ‘Cube is your only option, by all means, |W J's) MENELEZUR = Simulation 

ships simultaneously. abandon your real life for a while. Gi} ey & @Available now #2 players 


THQ’s Sci-Fi FIRST-PERSON shooter does its duty on the GameCube, providing Nintendo disciples with one 
of the better FPS experiences to be found on that console. As a member of Red Faction, a resistance group struggling 
against the oppressive hand of the Commonwealth, you and a small cadre of nano-enhanced soldiers blow, blast, and 
bash your way through city streets, sewers, and high-tech facilities for the glory of the revolution. 


Say You Want a Revolution 


The GameCube version of RFIl looks a bit better and runs a tad smoother hod | . 
thar the PS) varsich. sdoy oiuaie a ee dj accurate as the sniper rifle, and you can 

an the version, but smudgy visuals and occasional frame rate dips _ get in many more shots before See 
_|_ make it suffer in comparison to the Xbox release. Another problem is the Q ing to reload. 

_ controls. The GameCube controller is not as suited for first- 
| person shooters as the Xbox one—something painfully evident 
~ | in RFIl. You can only scroll through your weapons in one direc- 

>, tion, the targeting feels loose, and you'll often use night-vision 

PROTIP: At the level entitled Brothers. instead of crouching whenever you try poe Down on the 
In-Arms, destroy the military convoy to _ tiny GameCube directional pad. 


complete a bonus objective. 
“ The One A the Many — 


Still, Red Faction Whi is a gripping and apace experience | 
that will appease if you're jonesing for a straightforward first- 
person shooter. Great levels are heightened by fully « destructible — 
environments, while piloting futuristic vehicles keeps the action 
from. growing monotonot . Best of all i is you have a lot of very 
ose from—including dual Uzis, grenade 


cool weapons to chor 
monte ee rifles, anc ypes of grenades—so you ‘Il 


PROTIP: Beams han the Rail Bea SS 3 wi a = Developed by Volition/Cranky Pants 
can go through solid matter and reach ee : i : = Published by THO 


enemies on the — side. " ‘} = $49.99 m First-person 


m Available now Shooter 
= 4 players 
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more than just a port of a 


J arate 


DONE 


asked to return to the Pee 


@AACK 


POWER 

SPEED he 

GRAPPLE 

DEFENSE 

— STAMINA 
CHARISMA 


back. The game's characters, 
sion are exactly the same 
not a bad thing because th 

The GameCube version s 
notably its controls and graphic 
the springy triggers make revers: 


COST TO INCREASE 
FUNDS: 


$4,000 
$6,399 


6) 
2iGibs 


BRIGGS 


PROTIP: Spend money to improve 
your stats between every match, con- 
centrating on the areas your guy needs 
more. Don’t waste money on the girl- 
friend gallery. 


PROTIP: Only taunt when you ‘know : 
you have time for the whole move. If 
your opponent hits you during the taunt, — 
he'll get a huge momentum increase. 


‘Resident Evil 2 

- BLAME 1T ON the zombies. While 
~ terrorizing poor Raccoon City, they 
managed to make survival/horror 
gameplay respectable and fun for 
the average Leon and Claire. Now 
GameCube players can experience 
the five-plus-year-old sequel to Cap- 
com’s truly horrifying original Resident 
Evil—that is, if you’re not already 
tired of number zero and one. Sharp visuals that overshadow previous RE2 
versions are certainly the highlight to this port, while the entire gameplay 
has remained intact. Even the ample controls and secrets like alternative 
outfits and the Tofu mini-game 
have been saved onto the single 
disc. Also preserved, however, 
are the cheesy voice-overs 
and minimal, B-grade horror 


end of a ropebreak, take advantage of 


into your opponent. 


statues in this order: 12, 13, 11. 


ence with the Resident Evil 
franchise should always include 
~ number two. And at a price 


PROTIP: Use the grenade launcher and fire 
flaming rounds to dispose groups of dead 
heads at once. 


Cube games, blasting away at 
zombies never felt better. 


FUN FACTOR 


Developed and published by Capcom 
$39.99 
Available now 


Survival/ 
horror 


| player 


Nw Mo a 
BY FOUR-EYED DRAGON 
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EA’s GameCuBe VERSION of Def Jam Vendetta is 
yStation 2 fighting game — 


ting world by a friend who's 
in dire straits—your man Manny owes some money to underworld 


vy-hitter D-Mob, and you're going to fight to win Manny's money 


you must bash buttons quickly to rec 
the GameCube makes everything loo 
horribly compressed between-match cin 


PROTIP: If you're on the receiving 


that huge jump in momentum and tear 


PROTIP: In the media room, light the 


music. Still, a nostalgic experi- 


cheaper than normal Game- =~ 


line, and match progres- 
e other version, but that’s 


ibe De as it does on the ps2. It’s exactly the sort of creative shot in 
the arm wresting games need these days. G 


PROTIP: Hard brawling attacks can momentarily 
stun your opponent. Follow up combos with a 
quick Sacer grapple or throw. 


FUN FACTOR 


Developed by AKI/EA Canada 
Published by EA Sports Big 


$49.99 
Available now 


BY D-PAD DESTROYER 


ResipeENT Evit 3: Nemesis is 
the latest in a series of ports to the 
GameCube — meaning it didn’t get the 
deluxe treatment of the first RE that 
went to the console built by Mario. 
However, there’s plenty to admire in 
this survival/horror opus—especially 
the indestructible title character who 
chases you through several rooms. 
Otherwise, the play engine and plot 
are pure Evil: As the last human be- 
ing alive in Raccoon City, there are 
plenty of puzzles to solve (i.e., crates 


_to push) and monsters to blast into 
_ spaghetti with exotic weaponry. The 


visuals are nowhere near those of 
the first GameCube RE—or 0 for 
that matter—and although this is 
easily the best-looking version of 
Nemesis to date, you can.never fully 
shake the feeling that it’s a 32-bit 
game. Only rabid third-installment 
fans and RE newbies need apply for 
this last escape. G 


Fighting 


4 players 


Resident Evil 3: Nemesis 


PROTIP: Each time you encounter 
Nemesis, try to take him down because 
he drops a valuable item every time 
he's defeated. 


1018 
| 


PROTIP: In The Mercenaries mini- 
game, be sure to rescue as many civil- 
ians as you can because they give 
ammo and health items as rewards. 


FUN FACTOR 


Developed and published by Capcom 


$39.99 


Available now 


I player 


Survival/ 
horror 


4.0/4.5/4.0) 4.0 
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XBOX 
PROREVIEWS 


LREADY ONE OF the better first-person shooters for the PlayStation 2, the Xbox port of Red 
Cs Faction Il improves on the first Red Faction on almost every level. The graphics are superb, the 
action is relentless, and the Geo-Mod aspects play a more integral role in the game. This time around, 
you play as Alias, a soldier who fights alongside the Red Faction against a fascist dictatorship in the 
process of creating a nano-enhanced army to rule the world. 
The story is standard fare, to be sure, but the relentless 
pace of the game does more than its share of picking up the 


narrative slack. Though you mostly go solo, teammates will fight | PIROTIP: If you can go long enough without getting 
by your side from time to time, giving you a little breathing shot, your life gauge will replenish itself. 


room. You will acquire a robust arsenal of weapons, most of which feature 
alternate firing modes with which you can take out foes in spectacular ways. 


WE FIGHT ALONE 


The highly touted Geo-Mod feature, which enables you to alter/destroy parts 


PROTIP: Shooting civilians will ad- —_ of the environments, is what separates the Red Faction games from other 
versely alter the outcome of the game. 
ultthe> 


shooters, and the potential introduced in the first game is fully realized in the 
sequel. Blowing chunks out of walls and floors enables you to find hidden weapon caches, 
access secret areas, and sneakily attack enemies from behind. Piloting vehicles also adds more S| 
variety to the formula, and though the gunship and tank move along rails, you do have full con- PROTIP: Some weapons, such as the 
trol over the submarine and battle armor. NLCW., target enemies who are hidden 


behind doors and walls. 

IF THEY MOVE, HILL ‘Em! 
The Xbox build looks great and suffers from none of the frame rate dips of the PS2 version. The 

futuristic environments feature awesome textures and details; the character animations 
look great; and the lighting and explosion effects are impressive. Lance Henriksen’s 
gravelly voice acting is disappointingly stale, but at least the rockin’ music matches 
the — intensity. The controls are solid, and thanks to the design and 

r sensitivity of the Xbox controller, 
getting a bead on foes is a snap, de- 
spite the lack of the auto-aim feature 


PROTIP: Stick behind your teammates 
used in the first game. FPS fans can’t possible and let them do all the 
go wrong with this one. dirty work for you. 


FUN FACTOR 


= Developed by Volition/Outrage 
= Published by THQ 


wow ay " m $49.99 = First-person 
__ “\, PROTIP: incendiary grenades are iy }\  mAvailable April shooter 
great for taking out multiple enemies. Es lS = 4 players 


ar Caee are even fete 
Ff: ideas—most areas don 


i a apinay than those of sie AE gorgeous 7) version; it even features some cool new 
bscribe to the usual follow-the-trail-of-coins/stars/peanuts pattern. Instead, combat triggers 
power-up costumes; donning the costumes enables Rayman to interact with certain parts of the 
nviron ment that he couldn’t before (lowering platforms, smashing wooden barriers, etc.); and the game becomes a 
| tle nonlinear without the sa od backtracking. Unfortunately, a few slips turn Rayman’s latest outing into an 
Sees overall disappointment. Most notably, the voice acting is obnoxious. Part of 
Rayman 2’s splendor was its innocence and fairy-tale charm—now, the once- 
magical land is a cacophony of wisecracks, poopy jokes, and John Leguizamo. In addition, thes game's controls 
aren't nearly as perfect as its predecessor’s; the camera is sloppy; and combat is too frenzied to be fun. 

This is an era where a game like Super Mario Sunshine doesn’t even raise eyebrows— it's gonna take a helluva lot 
of creativity and effort to make people care about 3D platformers again. Rayman 3 could have been a contender, 
but ill-advised “Americanization” and a strange step paquard in terms of SEP RY. grace keep it from having a real 
shot. Perhaps it’s time for Ty-man the 
Vexxtremely Ratchety Thiefclanking 

= Developed and published by Ubi Soft 
Spacesweeper Bugbear to show ’em = $39.99 = 3D platform 
all how it’s done. (Gr ta aS B Available now #1 player 


FUN FACTOR 


: i ~ BY EVIL STAR DINGO 
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REMASTERED EDITIONS 


FINAL FANTASY ORIGINS 


PrMAL FANTASY & PINAL FANTASY 


EXPERIENCE THE 


FIRST TWO GAMES IN 
THE WORLD-FAMOUS 
FINAL FANTASY. SERIES 


Two complete, classic games in one 
exclusive package.Two amazing stories 
with dozens of hours of gameplay each, 

plus all-new enhanced graphics and 

bonus features. Two incredible 
adventures at one low price. 


PlayStation 
® 


25 Wy , | SQUARE ENIX U.S.A., INC. 


a — 1 www.playonline.com 


©2003 SQUARE ENIX CO., LTD. All Rights Reserved. ILLUSTRATION: 
©1987, 1988 YOSHITAKA AMANO. FINAL FANTASY and the 
SQUARESOFT logo are registered trademarks of Square Enix Co., Ltd. 
FINAL FANTASY ORIGINS is a trademark of Square Enix Co., Ltd. 
PlayStation and the PlayStation logos are registered trademarks of 
Sony Computer Entertainment Inc. The ratings icon is a trademark of 
the Interactive Digital Software Association. 


Violence 


CONTENT RATED BY 
ESRB 


~~ XBox PROREVIEWS 


Tao FENG: Fist of THE Lotusis | ~ 

= an impressive brawler, unleashi ! 
that is both varied and deep, but the uneven 

balance of moves and characters holds it 
back from j joining the a elite. 


FIST OF FURY 


Developed as an Xbox exclusive, Tao Feng’s visuals 
are nicely rendered. Character models have a high 
level of seo tail, a he pach show damage in unique 


PROTIP: Interrupting a Chi attack is always the best 2 pos Sittin to the way be match plays out, — it’s nice that con mashing won’ t e get you 

way to avoid serious damage. too far. But that doesn’t leave a lot of room for creating new combos, and there are many patterns that 
sii 7 "Bivine: 3 are sure to be annoyingly abused. Also, the timing for moves doesn’t feel as 

responsive as it needs to be, and it’s tricky to jump or sidestep consistently. 

As a premiere Xbox fighter, Tao Feng: Fist of the Lotus is miles sete 
than Kakuto Chojin, but it’s still a few short steps behind Dead or Alive 3 
and Mortal Kombat: Deadly Alliance. Regardless, this is a game that fighting , 
fans should check out. ZF 


FUN FACTOR 


' aye an SS —Oo m th Developed by Studio Gigante 
PROTIP: Divinity has one of the widest- PROTIP: The wall attack is most useful 4 Serine Mninaapeiaei 
spreading Chi attacks, making escape _for escaping hairy situations, like getting meg 949.99 Fighting 


extremely tough. _ bumped into an environmental hazard. ARR Available now 2 players 
BY TOKYO DRIFTER 


UFC: TapPourT 2 isa solid sequel and a well-rounded 
brawler. The latest showing of this brutally realistic fighter 
franchise proves that this series can go the distance, despite 
its rollercoaster ride on other systems. : : Om 


has top-ranked fi ighters f rom al disciplines strutting their stuff — 
against each other i in an octagonal ring. Rounds can get b loody - 
and sometimes brutal to watch, which is why the sport can a 
be seen on Pay-Per-View c or in a video game. tS ww 

The most impressive feature in Tapout 2 is the redesae ROTIP: Shonie Carter works best when he has an 
visuals. Developer Dream Factory chose to completely redo the opponent pinned on the ground. If he’s on top in a 
graphics to make them look more life-like and as authentic as the _fulll mount, simultaneously press RP and RK. 
real deal. The fighters still show off all of their scars and tattoos, but now ‘they move and fight as they do in real life. 
Even the shadow effects inside the ring and the spectators outsigg of i it are an improvement over the first Tapout. 


, SOTIP: Ii If you're ices tnsbdadt im- 
ly circle thumb d th 
couvol nad or aah a. ‘in ior THE KNIGHTS TEMPLATE 


___ Doing so places you in the guard posi- Tapout 2 stars over 35 hard-hitting bruisers, each with his own set of moves, including gut-busting standing attacks 
__ tion faster when you land on your back. and bone- -crushing grapple holds. Executing your offensive moves isn’t tough, but your fingers may find them repeti- 
tious. A familiar button setup enables simple maneuvers and combos for all 
characters using the same button presses. Still, there’s plenty of fighting 


strategy to draw up for even the most timid pug; just be : sure to change the 
bland music as soon as the game starts. 


The Xbox finally wins a round. With a lackluster ine of average to 
less-than-average fighting games, the system needed a boost in the a 
fortunately UFC: Tapout 2 will help it get back on its feet. J 


ee: FUN FACTOR 


= al 2 ei : me 

PROTIP: Th PROTIP: aeasten in Reenide mode un- |e oe a - eee } coe 
It kills t me, and you suffer little locks most of the hidden fighters. Sur- SISA $49.99 Fichti 
damage. More importantly, though, you vive past bout 24, and you'll open up — os 


= Availabl 2 pl 
survive the vend. Bruce Buffer. \ Lae vailable now players 
: BY FOUR-EYED DRAGON 


GAMEPRO MAY 2003 | : 7 : _s WWW.GAMEPRO.COM_ LETTERS@GAMEPRO.COM 


COMING SOON TO PLAYSTATIONeSS " 
COMPUTER ENTERTAINMENT SYSTEM 


SAGA CONTINUES... 


www.dothack.com 


Sadamoto e« Ito «© Mashimo 


.hack TM and © 2001-2003 BANDAI. Program © 2001-2003 BANDAI. ‘hack and all ® 
related characters, names, logos, distinctive likenesses, drawings and other images 

Mature Sexual Themes contained in this product are the exclusive property of Bandai. Used under license by 

Bandai America Incorporated. All rights reserved. 


Mild Language 


—_ _ PlayStation.c 


PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer 
Entertainment Inc. The ratings icon is a registered trademark of the Interactive 
iation. All other trademarks and trade names are’the 

eir respective owners. 
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SPORTS PAGES 


PROREVIEWS 


NBA Street Vol. 2 


UST WHEN ARCADE hoops couldn't get any more stale, the first NBA Street 
J hit the scene with a rejuvenatingly fresh take that became an instant success. After 
almost two years on the sidelines, NBA Street Vol. 2 returns with an excellent if slightly 
predictable sequel that will lure fans back to the playground in droves. 


Fourth Letter of the Alphabet 


This latest round of streetball focuses on new ways to play and stylish new trappings. 
Street has great atmosphere, absolutely pegging the streetball vibe with cool touches 
like high-flying but authentic jams and slams, as well as a killer roster of legendary NBA 
greats. Two sharp new modes add some much-needed depth and replay incentive. 
NBA Legend lets you create your own team and take on the NBA squads, while the 
one-player Be A Legend pits your created player against the streetball crowd in courts 
across the nation. 


instructions, but that just shows why taking out player switching was a lame design decision. 


Puntos, Puntos, y Mas Puntos! 


When all three versions of Street go head-to-head, the PS2 game is the surprising winner—even in the graphics 

department. While its mildly jaggedy look isn’t as smooth as the other two, its colors are much more lush. The 
Xbox game in particular and the GameCube edition to a lesser extent look washed out in comparison. But the PS2 
version's biggest advantage is its controller: Four shoulder buttons allow for much more natural and effective use of 


turbo in firing off combos and special moves, and that makes it much more enjoyable to play. 

__ Taken.as a whole, the graphics are pretty impressive. The biggest controversy will be the unusual 
style of the player models, which have a high-contrast, almost cel-shaded sheen. The first time you eye- 
ball them is a love-it-or-hate-it moment, but regardless of where you fall, it’s not significant enough to 
occupy your attention for long. The rest of the visuals sizzle with rich court environments and sleek, 
! hijink-packed animations. 

On the audio side, Street delivers the expected asphalt vibe with a strong selection of hip-hop grooves 
and on-court sound effects.. New announcer Bobbito Garcia is a tight replacement for the first game's 
_ feeble Joe the Show, chattering away in a variety-packed stream of smack-talk and laugh-aloud goofs. 

At first the controls will feel largely unchanged—not a bad thing since they always had a smooth, 
‘natural responsiveness—but another layer of depth was applied for this sequel, and Street vets will 
appreciate the raucous new moves and snappier tactics. Trick counters, turbo blocking, and other 
moves enable craftier players elevate their game, while crazy new tricks, dunks, and stunts like off-your- 
opponent's-head passing will let everyone raise the roof. | 


Chip off the Old Block 


Like many sequels, Street is essentially the same game with a slew of slick 
improvements, and gamers will have an absolute blast throwing down dunks 
while exploring its new features. True, it could’ve reached a bit harder to pull 
off some really impressive innovations, but only players with the most lofty 
expectations will be let down by Street’s awesome Vol. 2. @ 


A asus a 


oA oof 


B- Tx 
, iy 


ae 


a Me 5 
pie Hy 


deny the shot. 


PROTIP: Street's motto should be PROTIP: The best outside-shot tactic 


: ABDT: Always Be Doing Tricks. Victory 


ee is to call for a pick and shoot when $49.99 
_ will often be earned by he who racks you're not covered. Never watch your — 
pri 


up the most gamebreakers. shot, though—always go" in sae a possi 


ble rebound. 
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PROTIP: The hands-down most effec- 
tive defensive move is the turbo block 
where you use two turbo buttons to 


Developed by NuFX/ 
EA Canada 


Published by EA Sports Big 


Oe i ; 
a) eee 


PROTIP: If you're having trouble penetrating your cnponent D.t use 
the “be the oop” move to bury the rock. 

Multiplayer action is a huge of part of Street's appeal, and one of its big upgrades is the addition of four-player 
~ games. While the two-player action continues to flat-out kick ass, the four-player games don’t fare quite as well 

_ because you’re locked into controlling one player each, and there’s no switching allowed. That means one member 
of your three-person team is always controlled by the A.l., which sometimes is an effective teammate and sometimes 
is an infuriating fool. Some of the problem might come from two human teammates giving the CPU drone conflicting 


as =e : ; > ae , = . 
a ior = ' 7 AON 7. i 


PROTIP: Turbo passes are risky, but 
if you have an open lane, they're a 
good point multiplier on combos. 
ONS ne 


162,925 = 


PROTIP: When your opponent gets a gamebreaker 
shot, shamelessly waste the clock until you have to 
shoot, then go for an outside jumper, which gives 7G 
you a good chance of snagging the rebound. ents 


PROTIP: Try the fast break when tak. 
ing the ball out. Two quick passes often 
opens up an easy dunk: 


EVERYONE) - eapHics CONTROL PACTOR 
\4 4.5 4.5 4.5 
EVERYONE) © 3 a pruics CONTROL | egeror 
EVERYONE) —papHIcs CONTROL FACTOR 
re 4.0 4.0/4.0 
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Basketball 
4 players 


es ae ay 
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e An epic role- playing t game on sea and land 


* 
iam a oe 


_==== a ZeniMax Media company 1¢ COMPANY 
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= © 2003 Bethesda Softworks LLC, a ZeniMax Media company. Bethesda Softworks and ZeniMax are registered trademarks or trademarks of ZeniMax Media Inc. Microsoft, Xbox and the Xbox Logos are either 
~ registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or in other countries and are used under license from Microsoft. Audio/Visual elements © Disney. Other product and company names 
” referenced herein may be trademarks of their respective owners. All Rights Reserved. 
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9 Ve“ S POWER-PACKED TAKE on America’s game was, Well, a home run last year, so 
the '04 edition of SlugFest is only natural. This year’s model packs in several enhancements that, 
x< frankly, should have been in the original game but will make fans happy nonetheless. 


Now Batting, Number 20-04... 

Like the other Midway Sports titles, MLB SlugFest 20-04 puts an action spin on the athleticism, adding 
flaming power-ups, some slapstick antics; and a bit of violence to the national pastime. New elements 
this year include more accurate player animations, improved player statistics, a create-a-team function 
(but no create-a-player), and a home-run derby. The addition of pinch hitters, player trades, and more 


PROTIP: To activate the Sub-Zero team, enter 1-22" 
(trophy, diamond, diamond) then tap ¥ at the 
players per team (20, versus last year’s 12) only enhances the core gameplay. matchup screen. 


Best of all, the new instant replay feature—which was inexplicably not available last year—finally lets you slow : | 
down those. dramatic plays frame by frame. In an action-oriented, highlight-heavy game like SlugFest, instant replay is B ave 


essential, and the easy controls give you complete camera control. Ironically, this feature also allows you to nit-pick 
some of the, um, generous collision detection during batting or the umpires’ occasionally questionable calls. You can 


watch replays frame by frame, though you can’t dispute or overturn calls, 
even when they’re clearly in error. 


ping NET 0 TONE D7 1) +0 lf OT 
¢ CHW 8 UAT TER «> [AR os" PITCHER 
DOUBLE! _ 


ofa MLO 
~~ Of a) 


Diamonds in the, um, Diamond 
By far, the best element in the game is the hilarious commentary. Play-by-play 
man Tim Kitzrow and color commentator Jimmy Shorts (voiced by Chicago 


; . PROTIP: If you're having trouble get- 
radio personality Kevin Matthews) rip plenty of funny riffs as well as a bit of nahh ting of your swig down, prac 


gameplay advice, but the helpful hints aren’t what will make milk Come out of tice with a home-run derby. They're all 
i | your nose—the random comments have to be heard to be appreciated. Bet- sweet pitches. 

PROTIP: Fielders should step off the ter still, you can mix the original 20-03 comments in with 20-04's and rarely 

base when a runner's on; computer- ear repeats. Aside from some synth menu filler music and a token Hooba- 


controlled runners will aggressively try ee 
to knock the ball loose by any means. St2k song, the only real music is the accurately goofy ballpark organ, which 


necessary. helps. set the atmosphere along with cheering crowds and vendors. 


‘ Controlling the game could have 
ra iy aren " enw eC prenenae: omg aes §been problematic—pitching, batting, 

| iy, fo oe sii : base running, and fielding all make 
their own demands—but all three 
consoles handle it well; as long as HtpeBN 
you're paying attention, the game re- [PROTIP: Hard-tagging base runners 
sponds wonderfully. The PS2’s extra doesn't do anything but relieve stress. 
However, a hard tag with turbo will 
drain the runner's turbo. 


shoulder buttons do give it a slight 
functional edge, just as the Xbox’s 


Ww. ane, 
Waitt 


- PROTIP: On infield grounders, use PROTIP: Special pitches are not that Placement of the baserunning on the Black and White buttons 
Turbo to sprint to first; you can some- much harder to hit. Time your swing —_— make it a little less desirable. Why the programmers didn’t as- 
times beat the throw. based on the pitcher's animation. | : 


sign Xbox baserunning to the triggers, as they did with Game- 
Cube version, is a mystery. g 

However, it’s no secret that the Xbox looks the best of the biirich: The 
PS2 shows a little bit of slowdown during big animations combined with 
special visual effects (fire, fancy text), and the GameCube’s lag looked a bit 
worse; things move in slow-motion when a runner tries to steal second. 
Neither problem popped up on the Xbox. However, the motion-captured 
player animations look sweet on all three systems as do the fire effects, : 
detailed stadiums, ball trails, and new 3D crowds. 


Safe at Second 

Sports purists will scoff at the silly animations, fantasy stadiums, and bats of 
~ fire, but casual baseball fans are sure to love SlugFest’s loose, funny atmos- 

phere and simple setup. Even if you wouldn’t normally play a baseball game, 
give MLB SlugFest 20-04 a rent, if only to hear the awesome audio. @ 


FUN 
GRAPHICS CONTROL} cactor 


Developed by Midway Fle EP 


Sports (PS2); Point of View 


ie seen yu heat ———— ~ tee OX eee \Sametube, Anas) : GRAPHICS] SOUND | CONTROL] preror 
2 va ete. = > 2, Published by Midway Sports — 
promi: Use your Special Pitch soon after you earn it. You can't build up a new ae $49.99 Fantasy 4.0 4.5 4.5|4.0 


one until it's gone, and that special meter doesn’t transfer to your other players PAX S@ ~—* Available baseball — te 
Z } 2 BY DAN ELEKTRO 4.5 4.0 4.0 
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TeESTzoRaSKILUS™ 
BATTLE OF WILLS! 
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: r 
DOO ag 


Tag team players can switch _~ —— Launch double attacks 


between characters seamlessly! . with a team member! 
Engage in 2 player and single player combat or tag team battles! 

From the hot new Television Show on Cartoon Network! { 

Based on the comic by the great manga artist, Rumiko Takahashi, Bandai 


is proud to present INUYASHA for the PlayStation game console! Battle | Yip fi. 
your way through the thrilling world of INUYASHA and unlock new ba fn 
characters for hours of pulse-pounding fighting action! Go head-to- ad Pay Mal A 


head against a friend, or team up in tag-team and versus modes! In this 


fight for fun, you'll always come out the winner! P| oo oo 


le 


Suggestive Themes 


. <i Inuyasha ® or TM, the Inuyasha logo, and all related characters and elements are iadetares of 
Violence 4 —4 Shogakukan Production Co., Ltd. © 2003 Rumiko Takahaski/Shogakukan-YTV-Sunrise. © 2002-2003 
: BANDAI. This product is manufactured, distributed and sold under license from ShoPro eniarialnmment 
PlayStation All Rights Reserved. PlayStation and the PlayStation logos are registered trademarks of Sony Computer 
® Entertainment Inc. 
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==) World Series Baseball 2K3 


IN ITS PS2 debut, World Series Baseball 2K3 is a game to beat. It builds 
on a great 2002 edition with just enough new stuff to secure its position in 
the upper echelon of the league. 


Covering All the Bases 

The new additions over last season’s Xbox-only title begin with some nice 
fine-tuning done to the game-within-the-game, Franchise mode. Now, you 
can rest key players to keep them fresh. You can also establish your own 
team philosophy by adjusting the amount.of time coaches spend on develop- 
ing specific hitting and pitching skills. 

On the field, player controls are-as smooth as a 6-4-3 double play. On defense, you can dive to stop 
grounders or snare line drives, and this year you can leap at the fences to prevent homers. On the 
offensive end, 2K3 adds a sneaky drag bunt to your hitting arsenal. The game also continues to feature 
some of the best base-stealing and base-running controls around. 

Overall, World Series Baseball 2K3 features good visual polish. The graphics continue to present a 

solid show with animation that’s crisp and accurate. There are also some very good representations of 


=e real-life players; still, others are totally. ..er, off-base. The batting 


On The Mound sequence close-ups, in particular, reveal humorous discrepancies 
between facial fact and fiction. 

However, World Series Baseball 2K3 sounds sweet. Ambient 
stadium sounds are crystal clear, right down to the hecklers who 
razz the star players. The announcers are right on top of the 
action, even if they repeat a phrase or two from time to time. 


PROTIP: You don’t necessarily have 
to aim every pitch to a batter's “red” 
zone, but don't throw a fastball straight 
into a “blue” zone, either. 


Dug 


Rested 
Rested 
Rested 
Rested 
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Home Run Power 
With 2K3, World Series Baseball con- 
tinues to maintain a pristine field of 


PROTIP: The Substitution Menu’s 
Bullpen screen definitively tells you 
your pitcher's tired. If you’re planning 
to relieve him, be sure to have some- 
one warming up. 


15 World Soccer: Winning Eleven 6 Int'l 


WORLD SOCCER: Winning Eleven 6 International is quite simply the 
game soccer-simulation fans have been waiting for. For one, the gameplay 


dreams. It’s easily a major power- 


$49.99 
house for the 2003 season. 


Available now 


BY ATOMIC DAWG 


ED Moto GP 3 


Moto GP 3 is for serious 
motorcycle-simulation fans only, If 


Developed by Visual Communications/Blue Shift 
Published by Sega Sports 

Baseball 
2 players 


"2 } |] Hold down the EX button and press the © 
| | Qutton to firo a ahet over the goaikeepor's 
head. 


PROTIP: The timing and touch re- 
quired for a good loop shot is hard 
to master but well worth the trouble. 


Saonp: Practice formations and set 
plays to counter the teams you'll be up 
against next. 


is as tight.as you'd want it to be with 
a full range of moves real players 

would be able to pull off in a pinch. 
The sharpened controls draw you in, 


= _but the frighteningly robust Master 


League mode will absolutely own you. 


- Management details like negotiating 


contracts, developing player skills, 
and advancing through divisions are 
all included. 

The overall presentation gets the 
job done with pleasing visuals and 
solid audio. Character models and ani- 
mation aren't as good as those of FIFA 


2003, but the stadiums look fantastic. 


World Soccer: Winning Eleven 6 
International is not as flashy as FIFA, 
but its overwhelming features and 
gameplay options have such depth 
that you could play for several years 
and still not see or experience every- 
thing in the game. (9 


FUN FACTOR 


you're not interested in the minutiae 
of the sport, go dust off Road Rash 
and read no further. 

If you're still here, you'll be glad 


to know that Moto, GP.3 is a scrupu- 


lously true-to-life motorcycle-racing 
experience. The physics are fairly — 


PROTIP: It's iassslty better to hog the” 
sweet spot even if it means slowing 
down dramatically. 


PROTIP: Since every pitcher throws 
each pitch with different movement and 
placement, study them to determine 
the best target for the pitching cursor. 


PROTIP: When you come up to bat, the interface 
shows you where your opponent's been pitching to 
you. With a slugger like Barry Bonds, move the hit- 
ting cursor to that area and wait for your pitch. 


FUN FACTOR 


GRAPHICS 


accurate, and a new feature allows you to shift the Swatch of the rider in 
relation to the bike. Varied tactile feedback adds to the experience, while 
genuine engine whines and tire chirps put you in the moment. 


PROTIP: Use a slower bike to break 
your speed if you come into a ¢urve 
too fast. It will bump you around the 
corner if you hit it just right. 


Moto GP 3’has tons of secrets to 
unlock, including superstar riders and 
new helmet designs. Fifteen real-life 
tracks are supplemented by 20 fantasy 
tracks, anda Legends mode lets you 
challenge your heroes: The new cock- 
pit view is’a jerky, nauseating experi- 
ence, but the polished race replays 
will make you feel like you’re watch- 
ing a live broadcast: Moto GP_3 is 
a must-have for. fans; otherwise, try 
it asa rental. (J : 


$49.99 
Available now 


Soccer 
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Developed and published by Konami 


8 players 


GRAPHICS 


$49.99 
Available now 


BY DJ DINOBOT 
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Developed and published by Namco 
Racing 
4 players 


FUN FACTOR 


CONTENT BATED BY 
ESRB 


LETTERS@GAMEPRO.COM 


Naughty little bears 


www.haribo.com 


-hack Volume 2: Mutation 


AFTER A BIT ofa delay, the .hack Game Release Machine is 


finally up and running. Starting with .hack Volume 2: Mutation, 


Bandai will release a new disc in its four-volume RPG saga every 


three months, continuing with Outbreak in August and ending 


with Quarantine in November. 
The plot of Mutation takes off right where the first volume 


‘hy YA teencanannteann 
1G, 18 ‘i 


enna Bt A) ended with Kite and crew thinking they've saved The World (the 


at online game they’re playing) from destruction but 
B% ea ee finding that they've really done bugger-all so far. As 


such, there really weren't many noticeable gameplay differences in 
the preview version—just as before, Kite had to answer e-mail, 
form parties with other “players,” and dive into dungeons in 
search of the truth behind The World...and maybe some better 
armor or something while he’s at it. 

Not to say that Volume 2 is completely without amenities, 
however. You'll have access to the new Lambda server right off 
the bat, and the game will include a lot more optional subquests 
and rare items to find this time around. You don’t even need a 
save from Volume |—start with- 
Out one, and you'll be granted 
with a reasonably equipped level- 
30 party. Nice of em. @ 


now onjoy Flag Race withia rey 
Twith the Grunves you have BY FENNEC FOX 
| Tr P 


so the 


n listed H NY Developed by Cyber Connect 2 


"Nuke Usagimaru 
O-K, so shall we get started?! it : rer ahd ¢ Published by Bandai 


Target release date: May 


DEFINITE DEPARTURE from the usual epic Final Fantasy 
adventures, Square’s Unlimited: SaGa will give RPGers a new 
; slant on the genre —not 
just play-wise but visually 
as well. You'll play as one 
of seven characters (a 
witch, an inventor, and 
an adventurer, to name a few) 
who have their own distinct sce- 
narios and nonlinear quests — 
aspects that are sure to provide 
decent replay value. The combat 
system is also unique in that it 
uses a so-called “Reel” system: 
During battle, a roulette wheel will appear, and where its rota- 
tion stops will determine the type of combo attack that is exe- 
cuted. This system can also be used to avoid deadly traps. 

Unlimited’s other notable aspect is its visual style. The graphics 
consist of hand-painted characters and lush, pastel-colored sur- 
roundings (dubbed “Sketch Motion”), which is quite a departure 


an’ from today’s polygon- 


heavy visual schemes. How these elements will gel in the 


MBSR THIEL final product remains to be seen, but hopefully Unlimited 
BITS MBTHH. 7 
DHA TMBUEL ED. will be another memorable Square saga. G) 


BY MAJOR MIKE 


Developed by Square 
Published by Square Enix U.S.A. 
Target release date: June 
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FIRST LOOK 
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Final Fantasy X-2 we eee ee 


EVERY MONTH SEEMS to bring new snippets of info on 
Square's next PS2 Final Fantasy. For one, the company’s finally 
revealed all three heroines—Yuna, Rikku, and now Paine 
(pronounced “pine’’), a tough |8-year-old with one of those 
dark, murky pasts that are all the rage among RPG support- 
ing characters. Another new guy this time around is Nooj, 
a bespectacled man whose Youth League has unified FFX’s 
Crusaders and the rest of Spira’s young people in a search 
for the truth behind their world’s hidden history. 
The battles will undoubtedly be the freshest part of FFX-2 to stalwart gamers—they run in full real- 
time and couldn’t feel more different from those in FFX. Your three party members attack independently 
of each other and the enemy; if you do nothing, you'll be pummeled mercilessly until everybody's dead. The 
new jobs each character learns can also unlock special “chain attacks” —as a Gambler, for example, Rikku 
can hit enemies repeatedly based on what number comes up on the dice she throws. As a result, the 
tougher fights can get surprisingly frenetic as you try to figure out your next move. Sounds fun—too 
bad gamers will ay =; 
have to wait 
until this fall 
to play it. @ 


t 
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BY FENNEC FOX 


Developed by SquareSoft 
Published by Square Enix U.S.A. 
Target release date: Fall 2003 


2D & 3D Animation | 3D Modeling | Character Design 
Computer Graphics | Digital Imaging | Filmmaking 


Game Design | Visual Effects | Web Design | And more... 


AA | BFA | MFA Degrees 
Portfolio Development | Online Classes 


Apply Now for Fall, Spring & Summer Semesters 
High School Scholarships & Teacher Grants Available 


Academy OfArtCollege 


1.800.544.ARTS | www.academyart.edu 


79 New Montgomery St., San Francisco, CA 94105 
Nationally Accredited by ACICS, NASAD & FIDER 
Established in 1929 


OLE-PLAYER’S REALM PREVIEWS 


Lost Kingdoms II 


THE GAME INDUSTRY is lucky to have developers like From 
Software —they truly listen to their fans. Lost Kingdoms Il, the 
sequel to one of the GameCube’s best (and only) RPGs, addresses 
nearly every issue players had with the addictive but flawed first 
game. For one, there's no separate “battle” screen anymore—you 
can see enemies on the game maps, and you're free to fight or 
avoid them as you please. Many stages in the beta version also had 
a decidedly puzzle-like bent to them—some areas were inaccessible 
unless you transformed into a monster that could traverse them. 
This, combined with the free camera 
(it's much closer to the action this time), 
makes LKII look and feel completely 
different from the original. @ 


BY FENNEC FOX 


Developed by From Software 
¢ Published by Activision 
. IN Target release date: May 


GameCusBe 


HANDS-ON 


'HOSE OF YOU waiting for a 
sequel to Baldur’s Gate: Dark 
Alliance are in for a treat—Info- 
grames has the D&D license now, AS: 
and it’s well on its way to releasing Dungeons & Dragons Heroes 
for the PlayStation 2, GameCube, and Xbox. You and up to three 
friends will take control of a fighter, a mage, a cleric, or a rogue, 
and fight to collect the Planar Gems and stop the evil force that 
seeks to destroy the world. Each of the four characters has its 


own unique abilities—clerics can heal, rogues can unlock locked chests and 
doors, etc.—and the game's simple button-mapping system means you'll 
have your skills within easy reach at all times. @ 


Note:All screens shown here are from the Xbox version. 


BY DUNJIN MASTER 


Developed and published by 
Infogrames 


Target release date: June 


PLaySTATION 2 GameCuse 


Color Quest 


’ 


“I’M NOT BAD,” said the gargoyle-like creature to its master, 
“you just drew me that way”—so goes the premise of Color Quest, 
a strangely endearing take on the entire monster-fighting genre. 

Your “monsters” in this game are Doodles, living things you draw that | vera ne 
yourself using an in-game painting tool. The strength of your Doodles 
depends on what colors you use and what kind of body parts— 
limbs, wings, horns, and so forth—you draw onto its body. There’s 
an RPG-style save-the-world plot tacked on, of course, but the 
whole drawing aspect made the preview build immediately erigag- 
ing. And the best part—no matter 
how crappy your drawing skills are, 


your Doodles always animate believably 
on the battlefield. Neat. & 


= Hagia: 


Developed by Garakuta Studio/Taito 
Published by Agetec 
Target release date: May 
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Kids everywhere are losing Their prized Medabot Medals and Medaparts to a diabolical team of warped 
Medamaniacs! Join Ikki and his friends as they track down the source of the trouble and beat the 
—__ Rubhberobos at their own twisted game! 


a 


EVERYONE 


® 


ineteearet? ie se i eel vate 


All your favorite Medabots characters! A 30+ hour adventure! Trade and Robobattle with friends! 


MTS UM FE www.natsume.com / www.medabots.com 
Natsume is a registered trademark of Natsume Inc. Serious Fun is a trademark of Natsume Inc. © 2002, 2003 Natsume tnc. All Rights vy = 
Reserved. Character Design by Horumarin. “Medabots” is a trademark.of Kodansha.and is used under license. © 1997-2002 Imagineer Co., GAME BOY ADVANCE = 


Ltd. © 1997-2002 Natsume Co.,4td:-Published by-Natsume Inc. Slustrations Copyright © 1997 Imagineer, Natsume. © 1999 NAS/Kodansha, 
Serious Fun'™ TV Tokyo. ™ ® and the Nintendo Game Boy Advance logo are'trademarks of Nintendo. The ratings icon is a trademark of the interactive 


Digital Software Association. 


XS Yee ets Action Replay” is quite simply the most powerful game 
~ (> enhancer available. Just imagine infinite lives, energy, 
a ammo, and much much more. Action Replay” gives you the” 

power to beat the game. 


Straight out of the box, Action Replay™ contains thousands of 100% unofficial 
gamebusting enhancements that game programmers don't want you to discover. 


Action Replay~ will change your gaming experience forever! 

Action Replay” is easily updateable with new codes - simply visit www.codejunkies.com 

where you'll find even more powerful enhancements for the latest blockbuster games. 
wee” : 


Whether you're gunning for glory on the GameCube”, PlayStatione2, Xbox” or Game 
Boy Advance, Action Replay will help you even the odds! 


*OVER.3 MILLION USERS CANT BE WRONG! 


ACCESS ALL AREAS 


INFINITE HEALTH 


Bie, 


UNLIMITED CASH 


. HOUSAN 
(BY H\ GS Z Fi! ite @ = 
. weRFUl. GAME ENHANCER! ve 
THE WORLDS MosT PO’ 
EXTRA CHARACTERS " tees Action Replay” is seailabi with either 
1x or 16x memory card. FOR GAME BOY. ADVANCE & SP 
FOR GAMECUBE: ee 


AVAIEAGLE FROM ALL GOOD GAMES RETAILERS OR ORDER ONLINE: www.codejunkies.com 


BATTLE CODES 


te 


ALL WEAPONS 


INFINITE AMMO 


PS2@ version of Action Replay" ¢ comes packed 
: with additional features including import DVD | 
movie player memory card ‘Manager and more. 


GameCube” Action Replay” also gives you — 
the power to play import ee from Japan 
and Europe. 


Game Boye Aivalice ction Replay” comes 
equipped with USB link cable to also allow 


connection to the web via any internet enabled PC. UNLIMITED CASH 
Xbox” Action Replay” includes a high speed USB | 
docking station which allows you to download new & 
enhancements straight into your codelist. . 
ca ~ FOR mara 7 ee 
EXTRA CHARACTERS 


u) Ue 
eee 
| Ke ALL VEHICLES 


mG NHANCER! 7 q weenie eLaDES BO! gs CD j oF! (s29 os i ae . ‘ me nciaDis HOM a Ce P 
POWERFUL GAME | 1c, Gee = 0) 1S, eee rare a ' 


res ae | PS2 Action Replay is available with either 3 5pm ENERGY 
FOR XBOK | 8MB or 16MB memory << 


FOR PS2. 


©2002-2003 Datel Ltd. Action Replay is a trademark of Datel Ltd. PlayStation 2 is a registered trademark of Sony Computer Entertainment Inc. GameCube and Game Boy Advance are pe 
trademarks of Nintendo Inc. Xbox is a trademark of Microsoft. The game screen shots are used to illustrate Action Replay's compatibility with these fantastic titles - they are the copyright of 

their respective owners. Action Replay is NOT sponsored, endorsed or approved by Sony,sNintendo, Microsoft or by any of these copyright owners. *Action Replay was sol¢ 

GameShark™ for a period in the USA. Actual appearance may vary. 
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THE ADVENTURE 
BEGINS... 


Link’s journey is a huge one, filled 
with more to see and do than could 
possibly fit in these pages. This walk- 
through is intended to lead you 
through the game right up through 
to the end (except for the very last 
segment), but read on with caution— 
it’s filled with spoilers. If you’re just 
looking for secrets, skip the walk- 
through and check the “Sunken 
Treasures” section that appears at 
the end of this guide. 


OUTSET ISLAND (G2) 


The Legend begins to unfold on Out- 
set Island, where you, your grand- 
mother, and your sister, Aryll ,live. The 
beginning is straightforward— just fol- 
low everyone's instructions to gather a 
telescope, your sword, and your shield 
before heading out to the Forsaken 
Fortress aboard Tetra’s pirate ship. 


FORSAKEN FORTRESS (AD 


yj 


Your first day adventuring, and already 
you've lost your sword! Your goal 
here is to get to the top of the large 
tower without being seen—but first 
you have to shut off the three search- 
lights. Avoid the searchlight beams 
by hiding in a barrel and keeping still. 
The same goes for the pig guards, 
too...just make sure you don’t stop 
in their search path or else you'll be 


caught anyway. 


If you do get caught, you’ll wind up 
in prison. You can escape by moving 
the jar on the bookshelf and climbing 
through the hidden hole. 
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All three searchlights are accessible 
via ladders from the outside, so start 
by climbing the blue stone stairs in the 
central plaza. When you go indoors, 
stick to the “high road” by swinging 
on the rope lanterns. The door you're 
looking for once you've shut off the 
searchlights is inside the big tower, 
up a Staircase guarded by two pigs. 
Ascend the stairs, meet your enemy 


face-to-face, and you'll wind up on 
Windfall Island. 


WINDFALL ISLAND (BD 


After meeting your talking boat, The 

King of Red Lions, head through town 
until you find the Eskimo-lookin’ man. 
Purchase a sail from him for 80 Rupees. 


There are a million other things to 
do on Windfall Island (B4), but most 
areas aren’t accessible until later in 
the game. For now, though, just go 
rescue Tingle. Enter the door behind 
the Camera shop and step on the 
button hidden behind the jars to free 
Tingle from his prison. He gives you 
a Tingle Tuner (which enables the 
GBA link). He’ll head to Tingle Island 
(C3), where you need him later. 


x 


If you enter Tingle’s cell and pull the 
crate away from the wall, you'll re- 
veal a hole that leads to a maze. 


Complete the maze (avoid any areas 

with wooden floors) to find the Picto 
Box, a fun (if mostly unnecessary) item 
that enables you to take photographs. 
Now head East (you have no choice, 

since you can’t control the wind yet) 
to Dragon Roost Island (B6), where 

your quest begins in earnest. 


THK THREE 
PEARLS 


Your first task is to gather three 

pearls—Din’s Pearl, Farore’s Pearl, 
and Nayru’s Pearl—and place them 
in their proper locations. 


DRAGON ROOST ISLAND (BG) 
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Find the exit on the first floor that 
leads to the courtyard with the blow- 
ing ashes. Pick Medli up and then stand 
on the small rock. Wait for the wind 
to shift and blow toward the broken 
bridge —when it does, throw Medli 
up to the broken bridge; she gives 
you your first Bottle. 


- 


_ oS | 092 
Climb up the cliff face and use bomb 
plants to destroy the rocks blocking 
your path. Once inside the Rito 
mountain hall, you receive a Delivery 
Bag from the postman. Go up to the 
second floor and find Medli, who 
gives you a letter to deliver. Go to 
the basement and give the letter to 
the bedridden Prince Komali; note 
how he clutches 
your coveted pearl! 


Fill the Bottle with water from the 
puddle surrounding the boulder, and 
use the water on the dead plants 
near the entrance. Pick up a newly 
grown bomb plant and throw it at 
the giant boulder to flood the court- 
yard with water. Swim to the broken 
bridge, and throw bomb plants into 
the two statues’ jars to make a bridge 
to the first dungeon entrance. 


WW w.GAME: 
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DUNGEON ONE: 
DRAGON ROOST CAVERN 


ITEM: GRAPPLING TOOK 

BOSS: GIANT FIRE SCORPION 

The dungeons in Wind Waker are 
tough and puzzle-intensive, but they 
basically break down into the same 
pattern: find map, find compass, find 
special item, use special item fre- 
quently to find Big Key, kill boss with 
special item. The smoking cauldron 
you see in the screen below is a warp 
point; you can find more within the 
dungeon, and generally you have to 
bomb them open to activate them. 
Once activated, you can use warp 
points to travel quickly between dif- 
ferent parts of the dungeon. While 
the dungeons are simply too huge to 
be covered in detail, here are some 
pointers to get you past parts that 
may have you stumped. 
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If you see a stick and a standing torch, 
pick up the stick and pass it through 

the flame to set the stick ablaze. Light- 
ing other unlit torches reveals chests 


and unlocks doors—you can even use 
them to burn down wooden barriers. 


Head along the left wall when you 
enter the fiery cavern, and pull the 
block out from the wall to use as a 
stepping stone to get across the gap 
in the wooden catwalk. Use a bomb 
plant to destroy the giant boulder 
that is blocking the exit across the 
center bridge. 


In the next room, pick up a water jug 
and throw it in the lava to make a 
platform. Claim the Dungeon Map 
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on the east side of the room and 
then exit to the south. Kill the guard 
and then take his giant sword and 
use it to smash the heavy wooden 
barriers to reveal a small key and 
the exit to the north. 


Now you’re back in the fiery cavern. 
Throw a small rock at the bombs 
attached to the wall to destroy the 
boulder. Use the small key to enter 
the locked door you couldn’t open 
before. In the next room, use a torch 
to burn the wooden barrier and 
press the revealed floor switch to 
open the exit. 


After a brief stint of climbing out- 
side the mountain, you find yourself 
in a room full of rats with a torch, a 
locked door, a chest containing a 
compass, and a wooden barrier at 
the top of a ladder across a large 
gap. Pick up a stick, ignite it with 
the torch, and then throw it at the 
wooden barrier across the gap to 
reveal a small key. 


"49499 


You eventually find yourself trapped 
in a room with a wooden table and 
jars lining shelves on the walls. The 
exit won’t open until you kill all the 
enemies— but first you have to find 
them. A couple enemies are hidden 
in jars. Stand on the table and throw 
a sword at this jar to reveal the 
trickiest foe. 


In the room with the centipedes, 
throwing a jug of water at a centi- 
pede will stun it and force it to curl 
up into a ball. Grab another jug of 
water and throw it on the spot where 
the lava spout shoots up in order to 
make an “elevator” platform. 


In order to reach the chest and exit 


on the lower level of the room with 
the rope bridge, you have to break 
the bridge, either by cutting all the 
vertical ropes with a 360-degree 
sword attack (press and hold B and 
then release B) or by burning them 
with a torch. Get back up by creat- 
ing a water-jug platform on the fire 
spout. Use a 360-degree sword at- 
tack to cut the three ropes holding 
the platform in the next room, too. 


To open the door at the top of the 
large, fiery cavern, look for a grapple 
point on the ceiling and then use 
your Grappling Hook— it’s a switch! 
When you swing around with your 
Grappling Hook in the next room, 
don’t forget that you can press and 
hold R to stop yourself and rotate 
into a new position if you’re not 
lined up correctly for the next jump. 


To permanently turn off the fire sur- 
rounding the chest, attack the centi- 
pede (try your Grappling Hook as a 
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weapon) until it curls up into a ball. 
Now pick it up and set it down on 
the switch to claim the Big Key that 
leads to the boss! 

Make your way to the Skull on 
your map (assuming you acquired the 
Compass), and use your Grappling 
Hook to swing across to the big 
locked door. Now break the jars 
and catch a fairy in your Bottle for 
health-replenishing purposes. ..’cuz 
it’s boss battlin’ time! 


First, latch on to the Dragon’s Tail 
with your Grappling Hook to pull the 
roof on the boss's head; do this three 
times to crack his shell. Immediately 
line yourself up with the tail as soon 
as you're back on the ground, and 
you should be able to drop the roof 
again before the boss even has a 
chance to think. 


Once his shell is shattered, lock on 
to his eye with your Grappling Hook 
and use it to pull him to the ground. 
Attack his eye with a series of quick 
sword attacks. Repeat until he’s dead, 
and get a Heart Container. Go out- 
side to receive Din’s Pearl from a 
grateful Prince Komaii. 


Now, if you haven’t done so already, 

go through the cave on the beach 

and swim out to the island with the 

two stones. Use the Wind Waker 

and learn Wind’s Requiem...now 

you can control the direction of the 
wind! Conduct the Wind’s Requiem . 
to generate a South Wind and head 

for Forest Haven (F6). 
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Follow the path of the waterfall back 
to its source and enter the cave at 
the top. Use your Grappling Hook to 
cross the gap by the double waterfall, 
and don’t forget that you can use the 
R button to realign yourself. As you 
ascend, use your shield to deflect the 
water-dwelling enemies’ shots back 
to them. 


Once inside the cave, go to the giant 
tree with the face (you can’t miss it— 
it’s a giant tree with a face) and exe- 
cute a roll (press A while running) 
to knock all the ChuChus off of it. 
Kill all the-ChuChus and the tree 
reveals the Deku Leaf at the top of 
its branches. 


To ascend the great tree, use the pur- 
ple flower buds. Rocket yourself from 
bud to bud by rotating yourself until 
the next bud is directly at the top of 
the screen and then push Up on the 
| - Control Stick just as the 
flower you're in spits you 
out. If you’re not aligned 
yet when you get spit 
out, just let go of the 
<< Control Stick and 
BY you'll drop back in 
_ «the same one so you 
NV > (can try again. Once 
“—~ you have the Deku 
, Leaf, look for the 
" ¥ ©} 1 patch of grass shaped 
~~ fike an arrow and 
float over to it. 
Go outside. 


Back 
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Unfortunately, you can’t get to the 
Forbidden Forest directly—you must 
take a roundabout route. First, use 
Wind’s Requiem to change the wind 
direction to SW. Use the Deku Leaf 
(make sure your magic gauge is full 
first—cut down grass to find refills) 
to float over to the round plateau. 


Now change the wind direction to 
NW. Leap from the platform and 
Deku-sail just as the tornado is about 
to pass (see the above screen) so 
that it gives you an upward boost. 
Land on the small platform to enter 
the second dungeon, called the For- 
bidden Forest. 


DUNGEON TWO: 

FORBIDDEN FOREST 

ITEM: BOOMERANG 

BOSS: GIANT FLOWER THAT EATS 
GUTE LEAF CREATURES 


In the Forbidden Forest dungeon, 
you get lots of use out of that new 

- Deku Leaf to float around and oper- 
ate the native bio-machinery. Here 
are some parts that may give you 
some trouble. 


torches), or your boomerang (once 
you have it) at the bud to destroy it. 
Don’t get too close, or the bud will 
close, and the flower will be tem- 
porarily invulnerable. 


Q 


If you encounter a door or chest 

that is covered by a vine with a blue 
flower, throw a nut, a bomb plant, a 
flaming stick (keep your eye out for 


If you see a four-pronged propeller 
made of leaves, flap your Deku Leaf 
at it to generate wind and make the 
propeller spin. In this dungeon, pro- 
pellers are used to operate wooden 
gondolas that help you cross gaps. 
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To control yourself on the gondola 
(and the floating flower raft later in 
the dungeon), aim the Deku Leaf in 
the direction opposite of the way 
you want to travel and flap away. 
Don’t try to use the Deku Leaf on 
the gondola propeller again—if you 
do, you'll just wind up backpedaling 
and frustrating yourself. 
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In the room where the circle of vines 
pop up to protect the Deku Nut you 
need to pick up, use your Deku Leaf 

to generate wind and push the nut | 
safely out of the circle. oa 
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up out of the ground in the shape of 


a maze, throw a Bomb through the = | - 
vines at the wooden barrier located = Once across, use your boomerang 
on the south side of the room to re- 
veal a chest containing a small key— _ 


then try navigating the maze. 
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Later, in the room where vines pop - 


To get the boomerang, you must kill 
a giant butterfly. Lock on with your 
Deku Leaf and then use your jump 
attack (press toward the butterfly 
while locked on and then press and 
hold A) to hack off its wings. Once 
it’s grounded, simply attack with your 
regular sword combos. Use your 360- 
degree sword attack if the spiny black 
creatures latch onto you and slow 
you down. 


Once you’ve collected the boom- 
erang, you may be surprised to find 
that the door is still barricaded. To 
remedy the situation, look up, lock 
your boomerang onto the two 
white crystals over the exit, and 


then throw it. 


In the room with all the nuts hanging 


from vines, use your boomerang to 
clear a path to the other side. Now 


use your Deku Leaf to parasail across 
the gap—it may seem too far, but 
you can make it with proper timing. 


_ (again) to sever the five blue cords 
suspending the giant plant. When you 


do, it will crash through the floor 
and reveal a new area in the base- 
ment. Once you’re down below, 

whip out your boomerang again to 
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sever the smaller flower and drop it 
into the river to use as a raft. 


_ #200 


The Big Key is locked behind a gate 
in this room. To open the gate, hit all 
five white crystals surrounding the 


center platform with one boomerang 
throw. To escape the room afterward, 
look for the hard-to-miss grapple point 
on the ceiling that leads to a high door. 


To get back up through the hole you 
fell through, use your Deku Leaf on 

the propeller to start a tornado and 
then jump into the tornado. Unfurl 

your Deku Leaf and ride the draft up 
again. Open the door protected by 
the two blue buds by smacking them 


with your boomerang and then head 
for the boss. 


To beat the Giant Flower That Eats 
Cute Leaf Creatures, first use your 


boomerang to cut down all the vines. 
Move fast (they regenerate!) and max 


out your lock-ons every time. 


quickly run up and attack the small 
flower inside repeatedly with your 
sword until the giant flower closes 
up again and spits you out. Repeat 
the process until it’s defeated. 
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After receiving the second pearl 
(Farore’s Pearl), it’s off to Greatfish 
Isle (D2). When you land on the 
beach, a Rito birdman arrives to tell 
you the “great fish” you seek has 
barricaded himself at Outset Island 
(G2). But first venture to Windfall 
Island (B4) to get the tool you need 
to break the barricade. 


WINDFALL ISLAND (BD) 


To get the Bombs, you need to get 
aboard the pirate ship, and to get 
aboard the pirate ship, you need the 


password. To get the password, sneak 


behind the bomb shop and climb the 
vines on the back wall. Crawl through 
the small hole in the wall and learn 

the password, “Treasure.” Now you 


can enter the pirate ship; once aboard, 


you must endure a gauntlet of rope 
swinging to earn your Bombs. Now 
head to Outset Island (G2). 


OUTSET ISLAND (62) 


Sail behind Outset Island and use 
your Bombs (they function as a can- 

non when equipped aboard your ship) 
to break down the strange patch of 

rock. Jabun resides inside, and he gives 
you the third pearl, Nayru’s Pearl. 


THE TRIANGLE ISLANDS 


(eee VERA ENTAIL sea 
Now it’s time to put those pearls in 
their places, in any order. Head to 
Southern Triangle Island (E4) and 
place Nayru’s Pearl in the statue’s 
hands. Go to Eastern Triangle Island 
(D6) and place Farore’s Pearl. Din’s 
Pearl goes in the statue at Northern 
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Triangle Island (C4). Once all pearls 
are placed, the Tower of the Gods 
(the third dungeon) rises from the 
sea at DS. 


TOWER OF THE GODS (D5) 


ITEM: HERO'S BOW 

BOSS: ANCIENT STONE FAGK 

In the Tower of the Gods, destiny 
awaits. Water levels rise and fall, 
allowing access to different floors. 
Once you acquire the Hero’s Bow, 
use it to shoot the myriad eyeball 
icons you see everywhere to trigger 
events. Your boat’s cannon can be 


used to bust open a couple of walls 
in the main chamber. Here’s how to 
tackle some of the trickier puzzles. 


When you have to hold down multiple 
switches at once, find statues from 
around the room and use them as 
surrogate Links. 


with a glowing spot on the floor 
where the water level rises and falls. 
While the water is drained, place a 
crate on the glowing spot and a 
bridge appears above you, leading 
to a special statue you need to place 
in the alcove outside. Since the crate 
floats, you can only cross the bridge 
while the water level is low, so time 
it carefully. 


Not too long afterward, you en- 
counter a similar room with a lot 
more crates and no glowing spot. 
Align the crates in a row so that 
you can jump across to the other 
side while the water is high; carry 


THE LEGEND OF ZELDA: THE WIND WAKER 


a lit torch with you as you jump, and 
light the two pedestals on the other 
side of the room to reveal a chest 
containing a small key. 


In this room, the glowing staircase 
leading to the statue that you need 
only appears once you kill all the gold- 
colored ChuChus. Careful, they’re 
electric: Use your boomerang to 
stun them first and then attack with 
your sword. 


and return them to a central room— 
but they’re guarded by some crafty 
traps. When you reach the first idol 
in the room above, wave to it by 
pressing R and it follows you like a 
puppy. Lead it under the glowing 
platform, and then pick it up and 
hop over the gap while you’re carry- 
ing it to bring it outside where it 
belongs. You'll learn the Command 
Melody if you use the Wind Waker 
at the tablet that appears. 


The Command Melody is the key 
to getting the second idol out of its 
room. Summon it by waving, as be- 
fore, and then stand on the glowing 
switch. Use the Command Melody 
to take control of the idol, and move 
it across the glowing bridge. Return 
control to Link and then use the 
grappling hook to get across and 
pick up the idol. 
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On your way to the third idol, you 
may encounter this room (pictured 
above). Stand on the blue symbol 
and conduct the Wind’s Requiem to 
reveal a special treasure chest con- 
taining a treasure map. 


The third idol’s trap is the trickiest. 
‘Use the block in the center to hop 
up on to the gold statues. Get as 
close to the laser barrier as possible 
and then leap off and Deku Leaf glide 
over the barrier. Wave to the idol 
and then use the Command Melody 
to possess it. Walk it through the 
barrier (it’s not affected) and have it 
press the switch. Switch back to Link 
and escape with the idol. 


In order to get the idol across the 
pool with the two hanging platforms, 
you must hurl three of the statues 
from along the wall onto one of the 
platforms. If you don’t, your heavy 
weight will cause the platforms to 
drop too low when you land on 
them. A portal to the boss (or 
close enough to it, anyway) awaits 
in the main idol chamber! 


To beat the Ancient Stone Face, first 
lock on to a hand with the Hero’s 
Bow and shoot it twice with arrows. 
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Do the same for the other hand— 
you know it’s disabled when it closes 
into a fist. If the face starts shooting 
a fireball stream, roll (tap A) like a 
madman to avoid getting hurt. If you 
run out of arrows, the boss will drop 
10 more out of its nose (ewwww), 
but be careful—any hands you dis- 
abled will be re-awakened. 
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Once the hands are disabled, shoot 
each of the face’s eyes twice to make 
the face drop to the ground. Now 
whip out a Bomb and hur! it into its 
mouth while it’s open. Locking on to 
the mouth makes it much easier. Re- 
peat two more times, and you've got 
it beat. Enter the warp, and you find 
yourself on the tower’s roof. Use 
your Grappling Hook to ring the bell, 
and prepare to discover the world’s 
watery secret.... 


HYRULE CASTLE (D5) 
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Inside Hyrule Castle, push the three 
triangular blocks so that they form a 
Triforce shape in the center of the 
floor. Enter the passage that appears 
below the Hero of Time statue and 

receive the Master Sword! 


Before you can escape the castle, you 
must beat the horde of enemies that 
reawakens as a result of your sword 
acquisition. There are lots of knights — 
“divide and conquer” so that you’re 
not overwhelmed, and use your 
counter-attack (tap A when your 
sword flashes green) generously. 
Don’t forget: There are enemies up 
on the side balconies, too. And don’t 
worry about that barrier in the castle 
backyard—you can’t get past that until 
your Master Sword’s fully powered. 
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Now you must return to the Forsaken 
Fortress. ..only this time, you’ve got 
a sword. Shoot the wooden door 
outside the Fortress with your can- 
non to break in and enter. Once in- 
side, your goal is the same—reach 
the big tower—but you still have to 
turn off all the searchlights before 
you go in, lest you like being smacked 
by cannonballs while sidling along 
narrow ledges. Again, stay “high” 
while inside buildings and use the 
Deku Leaf to get you across gaps 
where the rope lanterns used to be. 


On the central platform, you fight a 
Shadow Knight mini-boss. When he 
casts a magic ball at you from the air, 
knock it back at him with your sword 
repeatedly until it hits him and he 
drops to the ground. Now unleash a 
string of sword attacks. Repeat until 
he’s dead, and you earn a handy Skull 
Hammer, which is good for smash- 
ing switches. 

Once you reach your sister, you 
must fight Ganondorf’s giant “pet” 
bird. First, just run up the wooden 
platforms as the tower floods—don’t 
even try to attack the bird, or any of 
the little enemies that get in your way. 
If you fall, it sucks, because you'll have 
to use your Grappling Hook. At the 
top, use your Skull Hammer on the 
bird’s beak to make it fly away. 


Continue to the top of the tower 
where you actually take on the bird. 
Wait until it lands and pecks at the 
ground, and then use your hammer 
to smash it while its beak is stuck. 
Repeat until the mask cracks—then 
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you can use the Hero’s Bow when 
it's walking around and your sword 
when it pecks again until it dies. If it 
takes flight and begins to dive-bomb 
you, try running directly toward it, 
between its legs, to avoid getting hit. 


TWO SAGES 


Now that you’ve unleashed Great 
Evil™ upon the world, it’s time to 
track down the shattered Triforce 
and the two lost Sages to power up 
your sword. While you can techni- 
cally track down the Triforce shards 
at any time, it’s wise to get the two 
Sages first since that quest yields 
items you need for certain shards. 
THE BALLAD OF THE GALE 
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First you need to track down Cyclos, 
the “evil” god of wind, and learn the 
Ballad of the Gales from him. Head 


Out to sea and just sail around until 
you find a giant cyclone. Try North- 
ern Triangle Island (C4) if you're hav- 
ing trouble. Get caught in the pull of 
the cyclone and shoot up at Cyclos 
with your bow (you have to aim man- 
ually because you can’t lock on). Shoot 
him three times before you’re warped 
away, and he teaches you the Ballad 
of the Gales. 


MOTHER & 
CHILD ISLES (B2) 


Conduct the Ballad of the Gales and 
use it to warp to the Mother & Child 
Isles (B2). While you can sail to the 
Mother Island, the only way to get 
inside of it is with the Ballad. Once 
there, the Queen Fairy imbues your 
Hero’s Bow with the powers of Fire 
and Ice —you can now shoot Ice 
and Fire arrows! 
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Now bead to Ice Ring k isle »(F5). Shoot 
the dragon head (the big blurry thing 
in the center of the storm) with Fire 
Arrows to defrost the isle. You now 
have five minutes to get inside and 
grab the Iron Boots. Don’t panic, 
that’s way more than enough time — 
just be sure to take it slow because 
the walk is slippery. Wear the Iron 
Boots to get past the strong gust of 
wind blocking the exit. If you fall 
down the hole in the wind shaft, 
you'll get 100 Rupees for taking out 
all the enemies. 


FIRE MOUNTAIN (G6) 


Now it’s off to Fire Mountain (C6) 
to get the Power Bracelets that let 
you lift heavy things. Shoot the pillar 
of lava with an Ice Arrow to put the 
island into a deep freeze for five min- 
utes. Climb to the top and fall into 
the hole. Leap across the platforms 
until you see two centipedes. Kill 
them both (counter-attacks are use- 
ful) and a chest containing the Power 
Bracelets appears. Grab the Bracelets 
and lift up the previously way-too- 
heavy stone head to escape. 


HEADSTONE ISLAND (63) 


Go to Headstone Island and lift up 
the giant stone head. Go inside, and 
use the Wind Waker in front of the 
giant slab to wake the Earth Sage’s 
ghost and learn the Earth God's 
Lyric. The Earth Sage tells you to 
teach the song to a harp player. 
Hmmm...now who do you know 
that plays the harp...? 


DRAGON ROOST ISLAND (BG) 
Why, Medli plays the harp! Return to 
Dragon Roost Island and track down 
Medli. You can find her outside the 
second floor of the great Rito hall on 
a protruding cliff; you must use your 
grappling hook or Deku Leaf to get 
to her. Play the Earth God’s Lyric 
for her and then bring her back to 
Headstone Island (G3) with you. 


EARTH TEMPLE (63) 


ITEM: MIRROR SHIELD 

BOSS: GHOST CLOWN 

The Earth Temple is one of two dun- 
geons in the game that can be solved 
only if you use the Command Melody 
often to control another character... 
in this case, Medli. Important things 
to know: While controlling Medii, 
she has the ability to fly for long dis- 
tances (tap A repeatedly) and use 
her harp as a mirror if she stands in 
a beam of light. Reflected light can 
make shimmering chests turn solid, 
break graying statues, and break walls 
marked with gold curl symbols. If 
Link picks up Medli, he can throw 
her up to high platforms; he can also 
leap super-far distances if he jumps 
while carrying Medli over his head. 
Light-reflecting puzzles are every- 
where here, especially once Link 
gets his mirror. Here’s how to get 
out of a few key tough spots: 


In the room with the two tall pillars 
right at the beginning, first climb the 
stairs while holding Medli and then 
leap across to the first pillar so she 
flies you all the way over. Step on the 
switch and stay there. Set Medli down 
and then use the Command Melody 
to fly her over to the second pillar 
and have her step on the second 
switch, opening the door. 


Purple ChuChus are immune to nor- 
mal attacks, but they turn to stone if 
they step into a beam of light. Once 

petrified, ChuChus shatter if thrown, 
but they can also be used to hold 


down switches. If there’s no light 
source, make one! In the room shown 
above (just north of the “giant grinning 
mask” room), use a Fire Arrow on the 
red tapestry on the western wall. The 
tapestry burns, revealing the light beam 
necessary to petrify the ChuChus 
you need to hold down the switches. 


In the aforementioned “giant grin- 
ning mask” room, use the Command 
Melody to position Medli to aim a 
beam of light at the switch on the 
floor—the light burns away the blue 
clouds that make Link unable to use 
his items. Link is now free to hit the 
switch with the Hammer. Not pic- 
tured: giant grinning mask. 


After you acquire the Mirror Shield, 
return to the room where you fought 
the two lantern-bearing ghosts and 
two pig warriors. Position Medli in 
the shaft of light at the top of the 
ladder and aim the light down toward 
the floor. Position Link as shown 
and reflect the light back at the wall 
below where Medli stands to reveal 
a passage. 


Once you have the mirror shield, 
return to the “giant grinning mask” 
room and position Medli so that her 
light beam strikes one of the mask’s 
eyes. Switch back to Link and strike 
the other eye with light to 
open the passage 
that is behind 
the mask. 


Right belore the end of a stage, you 
encounter a huge, crazy room with 
another giant grinning mask, tons of 
movable mirrors, and a single light 
source nowhere near where you 
want it to be. Your goal is ultimately 
the same as in the first giant grinning 
mask room...strike both eyes with 
light. Start by hurling Medli up to 
the tall platform in the center to 
press the switch that reveals the 
light source. 


A general strategy is this: Alternate 
between pushing mirrors down their 
tracks as far as they go and then re- 
flect light to destroy walls and stat- 
ues to unveil more mirrors to move. 
Position Medli on any double raised 
platforms (as shown above) as your 
“first” reflector, and point her beam 
of light toward the ground...gener- 
ally there will be a “lower” platform 
with a harp symbol to aim at. Posi- 
tion Link as the “second” reflector, 
break down a wall or statue, and 
proceed in that fashion. Start on the 
east side of the room and work your 
way around. 


To beat the giant ghost clown boss, 
first stand in a beam of light and aim 
your mirror shield at him until he 


falls to the ground. 


Now pick him up, face toward one of 
the spiky pillars along the wall, and 
then throw him at the pillar. 


Pr. oF hh WTR 
Kill as many of the little ghosts as 
possible before they reassemble into 
the big one again. Use the Hurricane 
Spin (see “Sunken Treasures” section) 
if you have it. Once all the little ghosts 
are dead, grab the Heart Container 
and get out of the dungeon. Head for 
Gale Island (A4). 


GALE ISLAND (AD 


Once you arrive at Gale Island, put on 
the lron Boots you got at Ice Ring Isle 
and trudge toward the wind generator. 
Smash it with your Skull Hammer and 
enter to learn the Wind God's Aria 
from the Wind Sage. Now head out 
and search for a good violin player. 


FOREST HAVEN (F6) 
ro : 


Remember Dakar, the leaf sprite 

of the Forest Haven? He played a 
mean fiddle, so why not ask him? 
You can find him very hidden back in 
the Haven: Go to the dual waterfall 
(look for the musical notes emerg- 
ing), set the wind direction to south, 
and then use your Deku Leaf to 
parasail through the waterfall on 
the right. Play the Wind God's Aria 
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for Dakar, and take him back to 
Gale Island (A4) where the Wind 
Temple awaits. 


WIND TEMPLE (AD 


ITEM: HOOK SHOT 
BOSS: SAND WORM 


As in the Earth Temple, you use the 
Command Melody to control Dakar 
(though not as often since he’s in 
prison for about half the level). Dakar 
is more limited in what he can do: 
He can fly on his own, like Medi, 
but he can’t carry Link. Anywhere 
you see a patch of soil with a small 
hole, press A and Dakar plants a 
tree, which often triggers a switch, 
chest, or other event. When Link 
gets his Hook Shot later on in the 
dungeon, he can use it on these 
trees to pull himself up to them. 
Here are some pointers: 


In the very first room, control Dakar 
and have him fly up to the platform 
at the north end of the room to 
press the switch that turns off the 
wind. Now Link can use his Deku 
Leaf to parasail to the platform 
from the other side of the room. 
To operate the springboards, put 
on your lron Boots, then remove 
them...SPROING! 


Deku Leaf to make the propellers 
spin. Here, they mostly case the 
metal grates to rotate. Don’t forget 
that the wind from your Deku Leaf 
can pass through the metal grates to 
get to a propeller on the other side! 


Aa 
Once you find this “basement” room 


with the movable block and spring- 


board (it’s beneath the room with 
the four cracked tiles on the floor— 
use your Iron Boots to break through 
the tile), look for the dark squares on 
the floor—that’s where you need to 
position the block and springboard 
in order to jump up through the tiny 
hole in the ceiling. 


The appearing-and-reappearing Bird 
Wizards are some of the most ob- 
noxious enemies in the game. Ice 
Arrows make quick work of them. 
Kill all the enemies in the room above 
to get the Hook Shot. 


Once you have the Hook Shot, you 
have to free Dakar! Ascend the dun- 
geon’s main shaft by using the Hook 
Shot on the targets on the wall. If 
you can’t go any higher, look for a 
platform to Deku-sail to on the other 
side, or a springboard. Once you 
reach Dakar’s prison, put on your 
Iron Boots and use your Hook Shot 
on the giant statue with the target 
on its forehead—the weight of the 
boots keeps you on the ground and 
pulls the rock loose instead. 


Near the end of the dungeon, you 
reach a chamber with the two wind 


First, put on your lron Boots. Use 
one block to trap both the first two 
blades near the right side of the 
chamber (careful positioning is key). 
Use another block to fill the trench 
at the far end of the chamber. Now 
push the third block over the “bridge” 
made by the second block and then 
trap the blade against a wall with 
that third block. Now go back and 
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tunnels, three blocks, and three blades. 
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get Dakar (hopefully you carried him 
this far). Pick him up and carry him 
through the room to reach the tablet 
where you need to play the Wind 
God's Aria. 


Keep your Hook Shot armed at all 
times. When the little worms crawl 
around, use the Hook Shot to ex- 
tract them from the sand and then 


hit them with your sword a couple 
of times on the head to eliminate 
them. Once the little worms are 
gone, wait for the giant worm’s 
mouth to emerge from the sand 
and then use your Hook Shot on 
the tentacle-tongue-thing to pull it 
toward you. Beat on it with your 
sword. More mini-worms appear— 
when they do, repeat. If you get too 
close to its mouth, run in the oppo- 
site direction as fast as you can. 


ONE TRIFORCE 
(IN HIGHT PIEGES) 


Now that you have all the tools of 
the trade, it’s time to retrieve the 
Triforce! The eight pieces are scat- 
tered across the overworld, hidden 
under the water and waiting to be 
pulled up with your Grappling Hook 
from your boat...but first you have 
to find the eight Triforce Charts that 
tell you where to look. If you haven’t 
rescued Tingle from the Camera Shop 
at Windfall Island (B4) yet, now's the 
time to do so—he’s the only one who 
can translate the maps you need. If 
you have rescued Tingle... 


...then you’ve probably received the 
IN-Credible Chart in the mail by now, 
and paid the 201 Rupee processing 
fee. It doesn’t show you where all 
the Triforce shards are, though—it 
shows you where the eight maps to 
the Triforce shards are located. Plus, 
it isn’t very obvious what you're sup- 
posed to do to get the maps. 


IT’S AN ALL-NEW 
DICE DUELING GAME! 
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Dueling will never be the same! ‘in Dungeon Dice Monsters-the = <aM(( (18! Jahier ah oy ny Qny Tel 1 ec 
newest addition to the Yu-Gi-Oh! universe, collectand.duer Wi SF SINS! CRUZ z 

dice inscribed with mystical powers, magical traps‘and powerful 
monsters. Can you defeat the scheming creat eof Dun eon Dice 
~ re Monsters, Duke Devlin, and become the ultimate dice duelist? 
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You know you’ve found a Triforce 
Chart when you find two symbols 
on the ground—a small circle with a 
blue “wind” mark and a larger orange 
circle with a Triforce emblazoned 
on it. Stand in the smaller circle and 
conduct Wind’s Requiem to reveal a 
chest containing the map. 


Once you've collected all eight Charts, 
bring them to Tingle at Tingle Island 
(C3) and have him translate them 
for you at a price of 398 Rupees each. 
Hopefully, you’ve upgraded your Ru- 
pee Bag to the fullest by now (see 
“Sunken Treasures” later in this guide) 
and collected a few Treasure Chests 
from those Treasure Charts you’ve 
been finding. You have been finding 
Treasure Charts, haven’t you? 
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Sail to the Islet of Steel (E2) and look 
for the main “island” —in this case, a 


small fortress made of metal. Destroy 
all the ships in the water and the can- 
nons flanking the doorway, and then 
sail inside to claim the first chart. 


TRIFORGE GHART 2 
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My dear! Did you bring me Joy Pendants 
yet again? 


Your quest for this chart ends at Pri- 
vate Oasis (E5), but it begins way 
back on Windfall Island (B4). Talk to 
Mrs. Marie (the pink butterfly-themed 
schoolteacher), and she tells you 
someone needs to talk to Ivan. Talk 
to Ivan (he’s the “leader” of the gang 
of four wandering kids) and he asks 
you to play hide and seek in order to 
earn his respect. Now you not only 
have to find them all, but catch them 
as well...rolling when you’re close 
to them helps a lot. The locations of 
the kids are: 


|. Up in the tall tree by the postbox. 
Roll into the tree to knock the kid 
out of it. 


. es 


2. Behind the bomb shop, where you 
went to learn the pirate password. 
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3. Behind the tombstone on the cliff, 
by the dancing rainbow guy. 


4. Above and to the left of the town’s 
main gate, also near the postbox. 

Return to Mrs. Marie, and she 
thanks you. Talk to Ivan again, and 
he tells you about how Mrs. Marie 
likes Joy Pendants. If you give Mrs. 
Marie a Joy Pendant from your Spoils 
Bag, she’ll be ecstatic. Now give her 
20 more and she gives you the deed 
to the Cabana at the Private Oasis 
(E5). Head there and show the Deed 
at the door. Use your Grappling Hook 
on the switch on the ceiling to extin- 
guish the fireplace and then crawl 
through the fireplace. Navigate the 
maze, hitting all the switches with 
your Skull Hammer, to find the sec- 
ond Triforce Chart. 


TRIFORGE CHART 3 


Sail to Bird’s Peak Rock (E7) and 
shoot as many of the nesting birds — 
as you can with your Hero’s Bow. 
Shoot from the small 

island first and then 

get in your boat 
again to pick off 
the rest. Don’t 
worry too 

much if you 

can’t shoot the 
bird that’s circling 
at the top. 
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Now put a pear on your head (you 
can buy them at most Beedle boat 
shops) to summon and take control 
of a seagull. Hit all the crystal switches 
in the nests to open the gate on the 
smaller island, where the Triforce 
Chart is located. 


TRIFORGE GHART 4 


If you’ve gotten this far, chances are 
you’ve caught a glimpse of the Ghost 
Ship sailing the seas at night. Now it’s 
time to track it down. First go to Di- 
amond Steppe Island (F!). Use your 
Hook Shot on the trees to pull your- 
self up to the hole near the top and 
then jump in. Once inside, you must 
hop through a series of warp caul- 
drons until eventually, through trial 
and error, you find a chest containing 
the Ghost Ship Chart. 


Use the Song of Passing (see “Sunken 
Treasures” section if you don’t have 
it) to change day to night. Now look 
at the Ghost Ship Chart and find the 
current moon phase (it “glows” dark 
blue, so you don’t really need to look 
in the sky) and its associated island 
shape —that’s where the Ghost Ship 
is. Then, look at your 
-_ overworld sea chart 
. and find the island chain 
that looks like the one on 
the chart. If you can’t find 
the island you need on your 
chart, advance time with the 
Song of Passing to the next 
moon phase. 
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Once you have a match, use the Bal- 
lad of the Gales to warp as close to 
the island as possible and then speed 
toward the Ghost Ship before day 
breaks. Simply sail right into the Ghost 
Ship’s hull, defeat the room full of 
ghosts and enemies inside, and the 
Triforce Chart is yours. 


TRIFORGE CHART 9 
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Start at Needle Rock Isle (E!). Sink 
the gold battleship just off the west 
coast of the isle. Pull up its sunken 
treasure and find Treasure Chart 16. 
If you look at your Treasure Chart 
screen, you'll notice the title is in 
red while the others are dark blue— 
that’s how you know this map is very, 
very special. Follow the map to Shark 
Island (F3) and pull up Treasure Chart 
28 from the sea. Treasure Chart 28 
leads to Treasure Chart 3, which leads 
to Treasure Chart 40, which leads to 
Headstone Island (G3), where —at 


long last—you recover Triforce 
Chart 5. 


TRIFORGE CHART 6 


Go to Outset Island (G2) and climb 


up the cliff to the broken bridge. A 


man with a spyglass is staring at a 
head-shaped rock in the distance. 
Change the direction of the wind to 
West and use your Deku Leaf to 

glide over to the head-shaped rock. 
Lift the rock, drop down the hole, 
and settle in for a long fight... 


...30 floors worth of fight, to be ex- 
act. Defeat all the enemies in a room, 
drop down the hole that opens, and 
continue in that fashion until you reach 
the bottom where the sixth Chart 
awaits you. Make sure you break the 
jars to recover all your health and 
magic in the “rest and recovery room’’ 
every 10 floors, but do not step into 
the beam of light unless you want 
to give up; otherwise, you'll warp 
back outside. 


TRIFORGE CHART 7 
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These last two are simple to acquire 
compared to what you've already gone 
through. Go to Stone Watcher Island 
(E3), pick up the giant stone head, 
and descend into the pit. 


Defeat the enemies in each of the 


four rooms around the edge and 
then defeat the two knights that ap- 
pear in the center room. When you 
do, the final door leading to Triforce 
Chart 7 opens. 
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Sail to Overlook Island (A7) and use 
your Hook Shot on the trees to pull 
yourself up to the hole near the top 
of the fortress. Drop down the hole, 
and you encounter the same four 
room-fight situation you encountered 
to get Triforce Chart 7—except now 
there are four knights in the final 
room instead of two. Remember, 
counter-attacks are your best friend 
when fighting knights. 


TRIYORGE SHARDS 


Once you've had all eight Triforce 
Charts interpreted by Tingle, it’s 
time to recover the Triforce Shards 
from the briny depths! Here is where 
the Shards are located: 

|. Greatfish Isle (D2) 

2. Gale Island (A4) 

3. Stone Watcher Island (E3) 

4. Outset Island (G2) 

5. Cliff Plateau Isles (F7) 

6. Southern Triangle Island (E4) 

7. Seven-Star Isles (A6) 

8. Two-Eye Reef (G4) 
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And now that you have the Triforce, 
it’s time to take on Ganondorf! Head 
back to the Tower of the Gods, return 


to Hyrule Castle, and shatter the bar- 


rier that leads to Ganondorf’s lair... 
but the rest is up to you. What, you 
didn’t think we'd go and tell you every- 


thing, did you? You’re the Hero of 


Wind, dammit! 
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(SEGRETS) 

Like any good Zelda game, The Wind 
Waker has secrets scattered in every 
corner of the land...or, in this case, 
sea. Here’s how to get all the Bottles, 


all the Great Fairy upgrades, and some 
of the more substantial secrets. 


THE SONG OF PASSING 


Return to Windfall Island (B4) after 


you have the Wind Waker and show 
it to the dancing man who is by the 
tombstone. He teaches you the Song 
of Passing, which changes day to night 
and night to day. It’s not necessary 
to complete the game, but it sure 
is handy. 


BOTTLE QUEST 

Because of their Fairy-holding, potion- 
containing, life-saving potential, Bottles 
are a Link’s best friend. And this Link 
has four best friends to find through- 
out the course of the game. 


BOTTLE I 

The first Bottle is the only Bottle you 
can’t not get; it’s given to you by Medi 
at Dragon Roost Island (B6) early in 
the game, just before you enter the 
Dragon Roost Cavern, the first dun- 
geon in the game. 


Mi —— cad 
Locate the wooden submarine on the 
sea near Bomb Island (E6). Defeat 
the enemies inside and the Bottle is 
your prize. 


Return to the Eskimo shopkeeper at 
Windfall Island (B4) during the day, 
after you've liberated all the children 
from the Forbidden Fortress, and he 
tells you he’s being plagued by a thief. 
Wait for nightfall, or switch to night- 
time using the Song of Passing, and 

then find the little girl. Talk to her, 

start to walk up the stairs to her left, 


Now follow her, but keep your dis- 


and she suddenly begins a very “‘sus- 
picious” walk around town. 


tance, and make sure to hide behind 
an obstacle whenever she stops to 
make sure she’s not being followed. 
She stops five times. Good places to 
hide when she stops: (1) behind the 
sign (see screen above); (2) behind 
the left wall of the archway; (3) be- 
hind the big tree; (4) on the ramp 
leading up from the grassy area; (5) at 
the bottom of the long wooden stair- 
case leading up the windmill. Use the 
C Stick Free Camera to keep an “eye” 
on her movements. Talk to the girl 
while she’s cracking the safe, answer 
every question with the top-most 
answer, and the Bottle is yours. 


BOTTLE 4 


Buy it for 500 Rupees from Beedle’s 
Clearance Sale, which is happening 
on a special Beedle Boat located at 
Rock Spire Island (C2); you can also 
buy a Heart Piece (950) and a Trea- 
sure Map (900). 


GREAT FAIRY LOCATIONS 

Aside from the Queen Fairy at Mother 
& Child Isles (B2), there are seven 
Great Fairies scattered across the 
world, each of which grants you 

an upgrade. Here’s where to find 
them all: 


* Rupee Bag Upgrade I: Go to 
Northern Fairy Island (A3). Enter 
the shrine and meet the Great Fairy. 
You can now carry 1000 Rupees. 


* Rupee Bag Upgrade 2: Go to 
Outset Island (G2) once you have 
Bombs. Climb up the cliff to the 
broken bridge and use your Deku 
Leaf to glide across the gap to the 
forest where you first found Tetra. 
Blow up the giant rock in the forest. 
You can now carry 5000 Rupees. 


* Bomb Bag Upgrade |: Go to 
Southern Fairy Island (F4). You 
need Bombs to destroy the rock 
outside the entrance. You can 

now carry 60 Bombs. 


¢ Bomb Bag Upgrade 2: Go to 
Eastern Fairy Island (C5) and use 
your Bombs to blow up the rock 
and enter the shrine. You can now 
carry 99 Bombs. 


¢ Arrow Upgrade |: Go to West- 
ern Fairy Island (C!). Use the Skull 
Hammer to slam down the switches 
and the door opens. You can now 
carry 60 arrows. 


¢ Arrow Upgrade 2: Go to Thorned 
Fairy Island (D7). Use the Skull 
Hammer to slam down the switches 
and the door opens. You can now 
carry 99 arrows. 

¢ Double Magic Bar: Go to Two- 
Eye Reef (G4). Look for the flock 
of seagulls circling in the sky (there’s 
a man with a spyglass standing on 
the reef looking out at them). Fight 
the Giant Squid there by locking on 
to all four of its eyes at once with 
your boomerang. 
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Return to Outset Island (G2) and 
visit the spearman after you’ve col- 
lected 10 Knight’s Crests (you gener- 
ally receive them after defeating the 
big armored knights). The spearman 
teaches you the Hurricane Spin, a 

powerful charge attack that leaves 

you dizzy if you use it too long. 


ELAXIR SOUP 


a fairy in a Bottle and talk to your 
grandmother, who's in a generally sad 
mood. Use the fairy on her to perk 
up her spirits, and she grants you a 
free unlimited supply of Elixir Soup, 
provided you have an empty Bottle 
to carry some in. It’s easily the most 
powerful potion in the game: It re- 
plenishes your health and magic to 
the max and doubles your attack 
power until you’re hit. Plus, one 
Bottle holds two doses! 


HERO'S CHARM 

After you get the Cabana deed from 
Mrs. Marie on Windfall Island (B4), 
present her with 20 more Joy Pen- 
dants (41 total) to receive a horrify- 
ing mask of ancient power that lets 
you see enemy health bars when 
you're locked on to them. If you’re 
low on Joy Pendant stock, the pen- 
dants can be pulled from the little 
Moblins with your Grappling Hook. 
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To get the Magic Armor (an “energy 
shield” that drains your magic bar 
when equipped), talk to the Eskimo 
Shopkeeper at Windfall Island (B4) 
and agree to help him find exotic 
merchandise. You receive a Town 
Flower. Head to Greatfish Island 
(D2) and give the Town Flower to 
the traveling merchant that suddenly 
showed up on the raft. He gives you 
a Sea Flower. Now go to Mother & 
Child Isles (B2) or Bomb Island (E6), 
where two other traveling merchants 
reside. Keep trading between the 
three travelers to get all three flow- 
ers (Town, Sea, Exotic) and a couple 
decorative flags. There’s no real rhyme 
or reason to it. 


Return to the Eskimo, and he gives 
you the Magic Armor. Wear it in 
tandem with the Hero’s Charm, and 
you're one freaky looking kid. As a 
“fun” bonus, you can now buy all those 


rare trinkets from the Eskimo and 
use them to decorate the town. (G} 
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8-Bit Simon 
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Start a new game and then enter the following as your name to unlock these 
cheats. If you entered the code correctly, you’ll hear a sound. 


Note: A “_” designates a blank space. 


Hard Mode: 
No Spell Books: 


Play as 8-Bit Simon: Finish the game to unlock Boss Rush mode, and while 


the Konami logo is being shown, press Up, Up, Down, Down, Left, 
Right, Left, Right, B, A. Select Boss Rush mode, and if you entered the 
code correctly, Simon will be automatically selected. 


HARDGAME 
NO_MAGIC 


Play as Maxim: Finish the game and then start a new one. Enter MAXIM as 
a name. If you entered the name correctly, you'll automatically play as him 
when the game begins. 


Play as Maxim in Boss Rush Mode: At the Boss Rush menu, simultaneously 
press and hold L and R, and then select the level of difficulty. If done cor- 
rectly, you'll be able to play as Maxim in Boss Rush mode. 


Ben Dunbier—La Jolla, CA 
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At the main menu, press X, X, Y, Y, Left Thumbstick, Left Thumbstick, 
Right Thumbstick, Right Thumbstick, L, L, R, R. Select Options, and at 
the Options menu, choose Cheats. If you entered the code correctly, you'll 
be able to activate the available cheats. 
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All Combos, All Weapons, and More 


ENTER CHEAT CODE. ENTER CHEAT CODE. 
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At the main menu, select Special, and at the Special screen, choose Cheats. 
At the Cheats screen, choose Enter Cheat Code and then enter the following 
codes to unlock the corresponding cheats. If you entered the code correctly, 
the name of the cheat will appear onscreen. 


All Combos: 
All Movies: 
All Weapons: 
Armor: 
Baseball Bat: 
Bouncy Men: 


NINJA 
DIRECTOR 
STRAPPED 
STEELUP 
SLUGGER 
BOUNZMEN 
SCARYCLOWN 
SKETCHPAD 
JAILBREAK 


Clown Hero: 


Concept Art: 
Convict Hero: 
Do Not Select: DONOTSEL 
Dramatic Finish: STYLIN 

Ending: WIMP 
FPSSTYLE 
GNRLINFANTRY 
BUTTERUP. 


Free Aim: 
Gl John Hero: 
Health: 


Infinite Ammo: MRJUAREZ 
Invincibility: LRGARMS 
Level Skip: QUITER 


PASSKEY 
HISSSS 
WEIGHTGAIN 
BIGLIPS 
MAXIMUMHURT 
CLUMSY 
MRROBOTO 
SLIZOMIZO 
SPINACH 
SUPERJOHN 
CLUTZ 
IAMSODEAD 


Level Warp All: 
Lizard Hero: 
Nara Hero: 
Nikki Hero: 
Pain Arenas: 
Rag Doll: 
Robot Hero: 
Slomo Button: 


Super Damage: 
Super John Hero: 
Wreck the Joint: 
Zombie Hero: 
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All Characters, All i and More 


At the Main Menu, enter the following codes to unlock the corresponding 
cheats. If you entered the code correctly, you’ll hear a sound. 


All Bonus Options: Press Left, Right, LI, Rl, Down, Up, Right, Down, 
O, O, A, Right, RI. 


All Characters: Press A, (J, O, A, Down, Right, Up, Left, LI, LI, Right, 
Right, Down, Up, RI, O, Left, J, (J, Down. 


All Extra Levels: Press Up, Up, Down, Down, Left, Right, Left, Right, 
Lia, 28 


All Levels: Press LJ, LJ, LJ, LI, Right, Down, A, Up, Left, O, LJ, Down, 
Up, RI, LI, Down, Down. 


All Objectives: Press O, O, UL, O, O, A, O, O, LI, RI. 


All Race Levels: Press LJ, A, O, LF, LI, O, RI, A, LI, O, RI, U. 


BLACK & BRUISED. FFF 


All Boxers, Intercontinental Mode, and More 


i? FiGini 
2P FiGni 
i VUKNAMENI 
BOAEK S Lift 


SURVIVAL 
TKAIBNING 


SETUP 


POWERK“Urs 
CKeEoOLIS 


S$ OUND 
Game Or iiOns 
PLATTER I CONniKOL 
PLAYER @€ CONIROL 


CHEAT CODES 


HWS KX wemo 


Ss erue 


Se erue 
Cnealt CQKES 


Crear COVES 
IN FER CON MMENTAL MOGE UNLOCKEE 
SeCONS SKIN UNLOCKED 


ALi SBOAEKS AKE UNLOCKED 


CORVEKSAINON MOLE UNLOCKED 
INVULNERAGILIIE FORK BOACK I 


ALL SOAEK S Life UNLOCKED 
VOUSLE SFLiv AV IVE 


CONSIANI POWERUY FOR BOAER I 


At the main menu, select Setup, and at the Setup screen, choose Cheat Codes. 
At the Cheat Codes screen, enter the following codes to unlock the correspon- 
ding cheats. If you entered the code correctly, the name of the cheat will appear. 


All Boxers: Press Start, x, O, UH, U, RI, RI, LJ, O, x, Start. 

x, LO, O, RI, Start. 
Constant Power-up: Press Start, <, O, X, O, x, O, LJ, LI, U1, Start. 
x, O, O, RI, Rl, RI, Start. 


Double Speed: Press Start, RI, RI, Rl, Rl, Rl, Rl, Rl, Ri, Rl, 
RI, Start. 


All Boxers’ Life: Press Start, x, LJ, O, RI, 


Conversation Mode: Press Start, RI, 


Intercontinental Mode: Press Start, <x, <, <, O, O, O, LJ, LI, LU, Start. 
invulnerability: Press Start, x, x, O, O, RI, RI, UJ, LJ, Start. 


Second Skin: Press Start, x, RI, ©, LJ, Start. 
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DEATHROW 


All Teams and Players, Extreme Difficulty, and More 
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Insert a controller into the fourth controller port, and at the Main Menu, 
choose Options. At the Options menu, enter the following names for Player 4 
to unlock these cheats. Return to the Main Menu, select Unlocks, and if you 
entered the name correctly, the unlocked cheat will appear. 


Note: Passwords are case-sensitive, and a “_”’ designates a blank space. 


All Arenas: MOREROOM 
All Teams and Players: ALL150 
Extreme Difficulty: NO_FEAR 
Get Multidisk: CONFUSED 


BLACK & BRUISED . 


All Boxers, Invulnerability, and More 


iP FiGni 
2P FiGni 
T OSURNAMENT 
BOXER 'S Life 
S UR VIVAL 
TRAINING 


fais 


POWER-UPS 
CreEbITS 


= OUND 
GAME OrPiOns 
PLAYER | CONTROL 
PLAYER &@ CONIKOL 


SF 


Serve 
Cmtal CQbES 


INTERCONTINENTAL MODE UNLOCKED 
SECONG SKIN UNLOCKED 


ALL SQAERS ARE UNLOCKED 


2 ee SS ee Se SSO 
CONVERSATION MOE UNLOCKED 
INVULNEKAGILITY FOR BOXER I 
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ALL 6CAER'S LIFE UNLOCKED 

DGUBLE SFELD ACIIVE 
CONSTANEPOWERUP FOR BOKER I 


At the main menu, select Setup, and at the Setup screen, choose Cheat Codes. 
At the Cheat Codes screen, enter the following codes to unlock the correspon- 
ding cheats. If you entered the code correctly, the name of the cheat will appear. 


All Boxers: Press Start, A, Y, X, X, Z, Z, X, Y, A. 

All Boxers’ Life: Press Start, A, X, Y, Z, A, X, Y, Z, Start. 
Constant Power-up: Press Start, A, Y, A, Y, A, Y, X, X, X, Start. : 
Conversation Mode: Press Start, Z, A, Y, X, Z, Z, Z, Start. 4 
Double Speed: Press Start, Z, Z, Z, Z, Z, Z, Z, Z, Z, Z, Start. : 
Intercontinental Mode: Press Start, A, A, A, Y, Y, Y, X, X, X, Start. 
invulnerability: Press Start, A, A, Y, Y, Z, Z, X, X, Start. 

Second Skin: Press Start, A, Z, Y, X, Start. 
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At the Main Menu, select Password. At the Password screen, enter the 
following codes to unlock the corresponding cheats. If you entered the 
code correctly, you'll hear Darth Vader breathing after receiving the Invalid 
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Change Character Movement: 


arg ey RE pagans apt: eee 
fee vate Shado VW/S PSM Stet 
: ee ee ed Soke 


“— TOW? 


Eieeese LT RE LEIA ES 


“Multi-language Mode: 
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the following passwords to unlock the corresponding levels. If you entered 
the password correctly, you'll automatically return to the main menu. Select 
Continue to go to the unlocked level. 


Note: A “**” designates the Daredevil symbol. 


el 5: 


Lev 


V ct ©: SE Bees 3 hee? at Site Ni die aA deal ne RE AN Mt 
v7: H**/7LBKS**D 


[Pmt TE AALS OPENER aR POR ALR NE SHOE 
Level | 3: 
se pig 


fi 


Li 


4 
i) 


ae 


Level Ly: 


+R. 


- -MZ231S6xSGN 


Ae NEG au i tl a i ll ea Nc oo alo 


GAMEPRO MAY 2003 


STAR WARS BOUNTY HUNTER _ 


All TGC Cards, Unlock Missions, and More 


Ho MOouccr ye 


At the main menu, select Options, and at the Options screen, choose Code 
Setup. Enter the following codes to unlock these cheats. If you entered the 
code correctly, “Valid Code” will appear onscreen. 
Note:A “_” designates a blank space. 
All Concept Art: 

All TGC Cards: 

Chapter |: 

Chapter 2: 

Chapter 3: 

Chapter 4: 

Chapter 5: 

Chapter 6: 

Mission |: 

Mission 2: 

Mission 3: 

Mission 4: 


Mission 5: 
Mission 6: 


R_ARTISTS_ ROCK 
GO_FISH 
SEEHOWTHEYRUN 
CITYPLANET 
LOCKDOWN 
DUGSOPLENTY 
BANTHAPOODOO 
MANDALORIANWAY 
BEAST _PIT 
GIMMEMYJETPACK 
CONVEYORAMA 
BIGCITYNIGHTS 
IEATNERFMEAT 
VOTE4TRELL 
LOCKUP 

WHAT_A_ RIOT 
SHAFTED 
BIGMOSQUITOS 
ONEDEADDUG 
WISHIHADMYSHIP 
MOS_GAMOS 
TUSKENS_R_US 
BIG BAD DRAGON 


Mission 7: 
Mission 8: 
Mission 9: 
Mission 10: 
Mission II: 
Mission 12: 
Mission 13: 
Mission |4: 
Mission 15: 


Mission 16: MONTROSSISBAD 
Mission 17: VOSAISBADDER 
Mission 18: JANGOISBADDEST 


CHASE: HOLLYWOOD STUNT DRIVER 


All Challenges and Cars, Levels, and 
Multiplayer Modes and Cars 


REPUTA TION POINTS 0 
THE SPY WHO CHASED ME 


pum 


NAME ACTIGN STAR 


ABCDEFGHIJKLMN 
OPQRSTUVWXYZ 


0123456789 
( a0NE ) 
9 HACE 


LY] oeere % stifer 


At the main menu, select Career Mode, and at the Career Select screen, choose 
Create New Career. Enter the following as names to unlock the corresponding 
cheats. If you entered the code correctly, the unlocked items will be available. 


Note: A “_” designates a blank space. 


All Challenges and Cars: RIDE_ON 
All Levels: ACTION_STAR 
All Multiplayer Modes and Cars: |= BAM4FUN 
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DIRECTED BY SHAO TING 


In a world where violence and celebrity go hand in hand, one video game beautifully glorifies both. Kung Fu Chaos is the story of director Shao 
Ting’s mad obsession to assemble top 70’s martial artists — throw them onto movie sets and have them beat the duck sauce out of each other. 
With 21 big-budget locations, 8 hot-tempered actors and a cameo by a mystery master, it’s never the same movie — er, game twice. 


Blood 
Mature Humor Micresoft sane SNLY Of 
BOs 


Cj) & a 


Mild language gameXstudios™ ' KW 
Violence a 


CONTENT RATED BY 


© 2003 Microsoft Corporation. All rights reserved. Microsoft, Xbox, the Xbox logos, and Kung Fu Chaos are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or 
other countries. Other products and company names mentioned herein may be trademarks of their respective owners. This is a parody of a typical 1970's movie poster. The ad does not intentionally represent 
any specific movies, establishment, or any individual living or deceased. Additionally, the reviews are fictitious, and any perceived connection to an actual movie review is purely coincidental. 


PB samme: ewcme novi (=) EVOLUTION SKATEBOARDING (a 


All Levels, Invincibility, and Unlock All Goodies All Characters & Big Heads, and Unlock All Levels 


CHOOSE GAME NAME 


10577542 


eagine |\—_, - 


ItVisea i Shift ABCOE 
|| Gaps Lock K LmMnoO 
Symbols uVvVWwWxXY 


Accents Space 


4 te go back 


Status ri 
Ollie ROS STIRVAS 
Speed =O HONS Be46- 
Grind HOOD %. 
Batance 

Spin 
Turning 


Engine 


IAS 


At the main menu, select New Game, and at the Choose Game Name screen, 
— . e At the title screen, enter the following codes to unlock these cheats. If done 


correctly, you'll hear a sound. To activate the All Characters & Big Heads 


cheat, go to the skater select screen, highlight any skater, and press (_] for 
the big head version, or press © to switch to an alternate character. 


enter the following passwords to unlock the corresponding cheats. If entered 
correctly, the cheat will take effect when you begin a game. 


Note: Passwords are case-sensitive. 


All Levels: !EVAH! 
Invincibility: BAK42 All saieabeaiieala & Big Heads: jini Up, tibia Left, Right, Up, Down, 
Unlock All Goodies: 105770Y2 Bete, Tene, SP awh, Derk Bigns, 2 


Unlock All Levels: Press L2, R2, Left, Right, Left, Right, Left, Right, 


DISNEY SPORTS SOCCER Down, Down, Up, Up, Down, Up. 
Unlimited Magic , 
, a DRAGON’S LAIR 3D: RETURN TO THE LAIR 


pan hast, 
Cheat Mode 


ie 


ie 
LOS i  eeee 
Ae? Ne 


Ra ey eM Kt. eto ee 


Here RbE ney | FE HS 
ss Y, Y, Y, Y, Y, B, A, Y. If you entered the code 
correctly, you'll hear a sound and have unlimited magic whenever you wear 
magic shoes. 


Sean tae 


At the title screen, pre 


At the main menu, press and hold R, and then press Left Thumbstick, 
Right Thumbstick, Left Thumbstick, Right Thumbstick, White, 


Black, White, Black. Select Start Game, and if you entered the code cor- 
rectly, a list of available cheats will appear. 


Start with 25,000 Koins 
Anilnohi fC ENTER SOUR WANES 


O'TNS 


= 
Ml KUSRKASH 
JPLAY AGALNST| 
lcey | 


CONTROLLED 
OP EORERTS 


ABCDEFGHIJKLM 
NOPORSTUVWXYZ 
0123456789 e%jxl 


when you begin the game. At the main menu, choose Create Profile. At the name entry screen, enter 
KWIKKASH as a name. If done correctly, you’ll have 25,000 koins when you 
begin the game. 


At the main menu, press Z, R, L, B, X, Y. If you entered the code cor- 
rectly, a voice will say, “Go Cheese,” and you'll have Soul Reaver and armor 
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e ~ A BRAND NEW EVOLUTION OF 
THE BREATH OF FIRE SERIES 


: Be NEW REAL-TIME, TURN-BASED 
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Blood — 4 hi 


Partial Nudity 


pe ene’ PlayStation.c 


© CAPCOM CO.., LTD. 1994, 2003 © CAPCOM U.S.A., INC. 1994, 2003. ALL RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. BREATH OF FIRE and DRAGON QUARTER are 
trademarks of CAPCOM CO., LTD. “PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. 
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At the main menu, select Enter Password, and at the Enter Password screen, 
enter GJPPNLPTNQ as a password. If you entered it correctly, a confirmation 
message will appear and all characters and levels will be available. 


TY THE TASMANIAN TIGER ‘G 


All Elemental Rangs, All Technorangs, and 


Show Item Locations 
WO GAS WAGES 


ie 
INFRARANG 


Ps ie ye Bs 
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During gameplay, quickly enter the following codes to unlock these cheats. 
If entered correctly, you'll hear a sound. 


All Elemental Rangs: Press L, R, L, R, Y, Y, B, Y, B. 
All Technorangs: Press L, R, L, R, Y, Y, Y, B, Y, B. 
Show Item Locations: Press L, R, L, R, Y, Y, X, B, B, X, Z, Z. 


CONFLICT: DESERT STORM FE 


In-Game and Main Menu Cheats 


MS 
FOLEY 
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CONNORS. 
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In-Game Cheats: Using a USB keyboard, press X for the Hide Compass; 


press \ for Menu Toggle; and press K for Toggle Player Damage to unlock 
these cheats. If done correctly, the name of the cheat will appear onscreen. 


CHEATS 


ENEMY LEVEL = 6 


MISSION LIST 


Brora suesSt NNT 


MULTIPLAYER 


 @ 


Solect 


Main Menu Cheats: At the main menu, press C1, 0, O, O, LI, LI, RI, Rl, 
L2, L2, R2, R2. Select Options, and at the Options menu, choose Cheats. If 
you entered the code correctly, you'll be able to activate the available cheats. 
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At the main menu, select Gameshow mode, and at the Player Profile screen, 
choose New Profile. Enter the following as profile names to unlock the cor- 
responding cheats. If you entered the code correctly, you will hear cheering. 


All Arenas and 


Weapons in Battle Mode: AROUNDDAWORLD 
All Characters and Movies: DOUBLEDOUBLE 
All Weapons: TIMEFORCHAOS 
Food Characters: FOODFIGHT 

Uber Mode: UBERHUNGARIAN 


TY THE TASMANIAN TIGER 


All Elemental Rangs, All Technorangs, and 
Show Item Locations 


_ FROSTYRANG 
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During gameplay, quickly enter the following codes to unlock these cheats. 
If entered correctly, you'll hear a sound. 


All Elemental Rangs: Press White, Black, White, Black, Y, Y, X, Y, X. 
All Technorangs: Press White, Black, White, Black, Y, Y, Y, X, Y, X. 


Show Item Locations: Press White, Black, White, Black, Y, Y, B, X, X, 
B, R, R. 
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Shit 
© Delete 
2K3_ STREET TRASH now unlocked 
See 
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At the Main Menu, choose Options, and at the Options menu, select Game 
Play. At the Game Play screen, simultaneously press and hold Left on 
the directional pad and Right on the Left Thumbstick. While hold- 
ing both, press Start. If done correctly, a Codes option will be available 
when you return to the Options menu. Select it, and enter SPRINGER 
(case-sensitive) as a code. If you entered the code correctly, the name of 
the cheat will appear onscreen. 
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Duotone Draw and Street Trash Modes 


CHOOSE YOUR DRIVER 
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Piny Mode Simulation 
Difficulty Pro 
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In-Game Cheats: During gameplay, press and hold A and then enter the 
following codes to unlock these cheats. If you entered the code correctly, 
you'll hear a sound. 


10,000 Points: Press Left, Left, Up, Down. 
Regain Stamina: Press Right, Right, Left, Down. 


Win Current Race: Press —. Down, Left, Right. 


iw 
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At the Main Menu, choose Options, and at the Options menu, select Game 
Play. At the Game Play screen, simultaneously press and hold Left on 
the directional pad and Right on the Left Thumbstick. While hold- 
ing both, press Start. If done correctly, a Codes option will be available 
when you return to the Options menu. Select it, and enter the following 
codes to unlock these cheats. If you entered the code correctly, the name of 
the cheat will appear. 


Main Menu Cheats: At the main menu, simultaneously press and hold LI} Note: Passwords are case-sensitive. 
and RI, and then enter the following codes to unlock these cheats. If you | uotene Draw Mode: DUOTONE 


entered the code correctly, the unlocked cheat will be available when you Street Trash Mode: SPRINGER 
start a game. 


All Characters: Press Down, Down, Down, Down. 
All Parts: Press Left, Left, Left, Left. 

All Tracks: Press Up, Up, Up, Up. 

Unlock Everything: Press Right, Right, Right, Right. 


TRANSWORLD SNOWBOARDING 
All Boards, All Levels, and More 


At the main menu, choose remenes At the Pasewend screen, a panier will 
appear above each character icon. Enter the following numbers to unlock the 


corresponding level. If you entered the code correctly, you’ll automatically 
start that level. 


W $€Lect l.. OfUEYE |) xc 


Level 4: 6366 
At the Main Menu, select Options, and at the Options menu, choose Cheats. pic 
At the Enter Cheat Code screen, enter the following cheat codes to unlock i aval és _ oe 5778 
the corresponding cheats. If done correctly, the unlocked cheats will be avail- al 3 
able when you begin a game. 


All Boards: JORMA 

All Levels: AAKASE 
All Reward Videos: ELOKUVAT 
Second Outfits: PUKEA 
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H e “4 g can you take a few minutes to answer some questions for us? 


Please fill out the following survey and fax, e-mail, or mail it (or a copy) 


to GamePro by May 31, 2003. Or go to GamePro.com and enter 


online! You'll be automatically entered to win a GamePro T-shirt. 


Name 


Address 


City State 


Zip 


Phone ( ) 


E-mail 


May '03 


I Please indicate whether you read and, if so, how useful you found each of the fol- 
e lowing sections from this issue of GamePro. Circle “All” if you read the entire 
section, “Some” if you read part of the section, and “None” if you did not read 
the section. If you read any part of the section, please let us know how useful it 
for “not at all useful’’ to “5” for ‘“‘very useful.” 
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What game system do you plan to buy in the next 12 months? (Pick only one.) 


4. Did you buy this issue because Deus Ex: Invisible War was on the cover? 


To be eligible to win, please 


mail your 


completed survey 


(or a copy) to: 


Or e-mail 
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in the subje 
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Or fax it to: 


your survey to: 


(Please enter “May GamePro Survey” 


ct line.) 


Or enter online at: 


Did you buy this issue because StarCraft: Ghost was on the cover? 


OO Yes LINo 


Did you buy this issue because Enter the Matrix was on the cover? 


0 Yes CINo 
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A el PROS voces at pcrannkiy ere eda enteeeaard eeions WES wasanss No 
PeRGCMI IGS wececken caxnmneeedtiaiienkdasanane ROG xeneuss No 
FRO RR SAIIES facet mnmawon es veenenenundn xeuen Tee syecawa No 
CONE SINGS can concuczawendwhatennnesaseweuwnuies ee No 
Pir IE suncumdemanagatshedenensne pqnuweegayawns GE ancunei No 


Pick six games below that you would like to see on a GamePro cover: 


|_| Daredevil |_] Gran Turismo 4 [ 
_] Deus Ex: Invisible War [_] Halo 2 LJ 
| | DOA Xtreme (| The Hulk = 
Beach Volleyball Ninja Gaiden 0 
L1Doom Ill “Pitfall Harry a 
_] Driver 3 [] Pokémon Ruby/ 0 
[|_| Enter the Matrix Sapphire 
(_] Final Fantasy XI |] Red Dead Revolver 


[_] Final Fantasy X-2 (_] Resident Evil 4 


How did you get this copy of GamePro? 
(J Subscribed 

(] Purchased at the newsstand 

(J Other 


Silent Hill 3 


__] Sonic the Hedgehog 


Soul Calibur 2 
StarCraft: Ghost 
Star Wars Galaxies 


| Tomb Raider: The 


Angel of Darkness 


[|] WWE Raw 2 


Have you ever visited the GamePro website (www.gamepro.com)? 


L] Yes [INo 


Marketing/Promotions 
é f Sherry Pedrin Marketing Manager 
ALATA GRMEFrNRO.C Tel: 510.768.2752 * Fax: 510.768.2703 


ADVERTISING SALES OFFICES spedrin@gamepro.com 


Numbers listed below are for advertising sales calls only, please. 


T-shirts ¢ Coffee Mugs © Caps e 


y 7A 


YOU ASKED FOR IT... 
YOU GOT IT! 


OFFICIAL GAMEPRO 
GEAR IS HERE! 


David McCaman Marketing Associate 
Tel: 510.768.2753 * Fax: 510.768.2703 
dmccaman@gamepro.com 
Greg Fox * NATIONAL ADVERTISING SALES DIRECTOR ae 

» few = ist Rentals 
Tel: 510.768.2724 * Fax: 510.768.2703 * gfox@gamepro.com Aivericen Lint Coucel 
Tel: 800.252.5478 * Fax: 609.580.2864 


Chris Kobran ¢ EASTERN ADVERTISING SALES DIRECTOR 


Tel: 212.590.2506 * Fax: 212.590.2508 * ckobran@gamepro.com Marketing Reprints 
Natale Russo 


Tel: 510.768.2719 


Scott Harris * EASTERN ASSOCIATE ACCOUNT EXECUTIVE 
nrusso@ gamepro.com 


Tel: 212.590.2507 * Fax: 212.590.2508 * sharris@gamepro.com 
Back-Issue Copies 
Ann-Marie Taylor * WESTERN ADVERTISING SALES DIRECTOR Annalisa G. Williams 


Tel: 510.768.2759 * Fax: 510.768.2703 * ataylor@gamepro.com Tel: 510. 768.2738 
awilliams@ gamepro,com 


John Gomez * ONLINE OPERATIONS MANAGER For subscription questions, 
Tel: 510.768.2751 * Fax: 510.768.2703 * jgomez@gamepro.com please write: 


P.O. Box 37579 * Boone, IA 50037-0579 
Jasmin Davé * SALES ASSOCIATE or call: 510.768.2767 


Tel: 510.768.2715 * Fax: 510.768.2703 * jdave@gamepro.com or click on the Customer Service link 
at www.gamepro.com 
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Suzanne Lee ° SALES ASSOCIA GamePro magazine 


Tel: 510.768.2714 * Fax: 510.768.2703 * slee@gamepro.com 555 12th Street, Suite 1100 
Oakland, CA 94607-4022 


INDEX OF ADVERTISERS 


This index is provided as an additional service. The publisher does not assume liability for errors, omissions, or 
additions due to last-minute changes or other contingencies. 
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Tactical Action Without Equal! 

§ Play over 50 stages across 17 unique maps 

§ Giant siege engines: battering rams, catapults, and bridge layers 
8 Fierce new one-on-one duels 

s¢ Create your own officers and bodyguards 

&* New character-specific special attacks 

£° Brand-new Weapon Upgrade System 

2° Kingdom Play! Select a new general for each stage in Musou Mode 
$ 3 brand-new officers for over 40 playable characters 


MARCH 2003 


. Rey bs ag 


The Warriors Return, and the Battle Rages On... reme egends: wan 


iii Play XTREME LEGENDS by itself or with Dynasty Warriors 3 to power up the original with 
Hy new XL features. Memory Card data is fully compatible between both games. "i — 
u —_ : Drvasibaennsg 


Register at BYWGAME.COM and receive a 
FREE SPECIAL EDITION DVD 


ie ny M 


PlayStation. S=ILbOsS RATING PENDING 


® e Visit www.esrb.org 
© Eidos Interactive Limited, 2003. The Backyard Wrestling format, characters, artwork etc (c) 1998 Backyard Wrestling, Inc. All Backyard Wrestling logos and artwork are trademarks of Backyard Wrestling, Inc. Eidos, Eidos Interactive and the OF Ca I | -800-771 -3712 
Eidos Interactive logo are trademarks of the Eidos Group of Companies. All Rights Reserved."PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox Logos are either for more info 


registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries and are used under license from Microsoft. The ratings icon is a registered trademark of the Interactive Digital Software Association 


Look through the eyes of the soldier of the future. 


oo 


Introducing Wheeler. Super soldier. 
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Waste aliens first. Ask ques 


tions later. 


tent. | 
Mm d rs ne z ds 4 0 U » fA one-man army with radical tactics training and a 


biomechanical arsenal built into your right arm. And you're going to need it. Alien invaders 


Torches, grenades, grappling hook-your arm has it all! 


" 


have overrun our Martian colony and we're sending you to stop them. Try not to break a sweat. 
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Visit www.esrb.org or 
call 1-800-771-3772 
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for Rating Information. 
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HE YEAR 


NOW RED! RFINED FOR THE YSTATION®2 
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I ALONE HAVE THE FIFTH FREEDOM 


THE RIGHT TO SPY, STEAL, DESTROY, AND ASSASSINATE 


TO ENSURE THAT AMERICAN FREEDOMS ARE PROTECTED. 


I AM SAM *FISHER. : 


STRIKE WITH PRECISION. ° 


: ; EFFECTS NEVER BEFORE SEEN ON THE 
PLAYSTATION®2 SYSTEM 
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é www.ubi.com 


countries. “PlayStation” and the "PS" Family logo are registered trademarks 
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Sony Computer Entertainment inc. Ail Rights Reserved. 
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